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PE END POINTS: END OF PHASE EXPECTATIONS

Phase:

A child would be expected to:

By the end of Reception

ELG:
Children at the expected level of development will:
o Negotiate space and obstacles safely, with consideration for themselves and others; -
e Demonstrate strength, balance and coordination when playing;
e Move energetically, such as running, jumping, dancing, hopping, skipping and climbing
- Refine the fundamental movement skills of rolling, walking, running and skipping, crawling, jumping, hopping and
climbing
- Choose and use the most appropriate equipment for a game or task
- Play a game, understanding simple rules in pairs or small groups
- Combine different movements with ease and fluency
- Continue to develop an overall body strength, coordination, balance and agility needed to engage successfully with
future physical education sessions and other physical disciplines including dance, gymnastics, sport and swimming.
- Refine a range of ball skills including: throwing, catching, kicking, passing, batting and aiming.
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PE Curriculum Plan

Phase

Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2

EYS

Foundations for PE link to the following ELGs:
Physical Development:
Gross motor skills ELG:

- Negotiate space and obstacles safely, with consideration for themselves and others

- Demonstrate strength, balance and co-ordination when playing.

- Move energetically, such as running, jumping, dancing, hopping, skipping and climbing
Personal Development:
Personal Development ELG:

- work and play cooperatively and take turns with others
- form positive attachments to adults and friendships with peers
- show sensitivity to their own and to others' needs.

Personal, Social and Emotional Development:

Managing self ELG:

- Be confident to try new activities and show independence, resilience and perseverance in the face of challenge

- Explain the reasons for rules, know right from wrong and try to behave accordingly

- Manage their own basic hygiene and personal needs including dressing (PE changing in a hoop), going to the toilet and
understanding the importance of healthy food choices.

Rec- Y6
Follow the
curriculum:

Gymnastics Dance Striking and Fielding Invasion Games Athletics OAA

Swimming

Swimming is taught externally at a local leisure centre within KS2 to ensure pupils have achieved the 25 metre
swimming award before leaving primary education
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-Perform magic chair
landing

-Explore body tension
-Link movements
-Rock, spin, turn

-Move on, off and over
-Use start and finish
shapes

-Power in jumping
Levels and speed
-Back and front support
-Rhythm in performing
-Body management; a
range of actions

through dance

-Count to a beat of 8
-Create a dance to a
theme

-Develop actions to
express friendship
-Dance with start, middle,
end

-Perform actions to
Nursery rhymes

-March in time

-Move and turn as a
group

-Dance solo and in duet
-Explore creative
footwork

-Respond to visual
stimulus

and rolling skills

-Return a ball to a base/
zone

-Work with others to stop
players scoring runs
-Self-feed and hit a ball
with hand

-Run between bases to
score points

-Hit with bats (LA hands)
-Kick a ball and score
points

-Use an underarm throw
-Play as part of a team
-Run to ‘safety’

-Move in line to stop a
ball

-Catch and intercept
-Bounce a ball to self
-Defend a target
-Attack and defend as
pairs

-Communicate with a
partner

-Compete in a basic
tournament

-Kick with inside of foot
and stop ball with feet
-Control a ball. Bounce
the ball to send it.
-Bounce a ball to begin
to dribble

-Throw/send a variety of
PE equipment

-Pass and move

-Use arms for power
running

-Take off on 2 feet

-Use a leading arm to
throw

-Compete in relay teams
-Perform agile
movements

-Work for sustained
periods

-Negotiate obstacles
-Jumping and bounding
-Run from different
starting positions

-Be aware of others
when running in a space
-Create more power with
the legs

Viewley Hill Academy
PE Disciplinary Skills Progression
Gymnastics Dance Striking and Fielding Invasion Games Athletics (I I AT £ G S
(0AA)

Reception -Refine shapes and jumps | -Link colours to feelings -Send and receive objects | -Send and receive an -Demonstrate agility in a -Work as an individual
-Develop take-off and -Explore animal with different body parts | object with different range of games and part of a group
landing positions for movements and levels -Work with others to body parts. -Recognise/ follow -Keep heart rate high
jumps -Replicate actions in large | control objects in a space | Work with others to instructions -Travel and follow trails
-Experiment with egg and | groups -Co-ordinate hand-eye control objects within a -Experiment with as an individual
log rolls -Sequence work and foot-eye in different | space stopping and starting -Work co-operatively to
-Recognise pathways and | -Explore leader or activities and ways -Co-ordinate hand-eye positions form shapes
direction follower work -Co-ordinate similar and foot-eye in different | -Perform fast and slow -Move along a pathway/
-Develop body tension -Learn and repeat actions | objects in different ways activities and ways movements trail with a partner
-Link movements from a through circle dance -Find different ways to -co-ordinate similar -Show control over _Work with a partner to
start to a finish position -Copy and repeat 4 manoeuvre objects objects in different ways actions and stopping form jumping patterns
-Transfer and move small | actions -skip in isolation with a -Find different ways to -Play games, taking turns | -Respond to visual cues
equipment -Perform a simple dance rope manoeuvre objects -Crawl and jump -Compete an obstacle
-Move through and under | motif (repeated gesture) -skip in isolation with a -Jump for speed and relay as a team
apparatus rope distance
-Copy and repeat actions -Use strength to maintain

a body shape
KS1 -Carry equipment safely -Explore story-telling -Use a range of throwing | -Send to a target -Start and stop at speed -Follow simple

instructions

-Recognise, remember
and match some symbols
-Recognise and use 4
compass points

-Perform physically
challenging actions
-Follow a movement
pattern with others
-Take part in competitive
races and work with a
partner

-Complete simple speed
stack arrangements with
cups

-Use equipment in
unconventional ways




-Use contrasting actions
-Use the theme of a clock
face to develop a dance
-Perform a motif to
music

-Explore movement
pathways

- Intercept in a game
-Play goalkeeper

-Select the best throw
for games

-Explore their emotions
around challenges
-Attempt more accuracy
in throws

-Perform under pressure
Explore breathing
techniques

-Build on speed stack
skills

-Compose a small group
movement pattern
-Participate in blindfold
activities (short trail)
-Introduce and use map
keys

LKS2

-Contrasting shapes;
body control when rolling
-Partner unison

-Patterns

-Fluency in movement
-Bouncing, smooth
transitions and extension
-Cartwheel progressions

-Use STEP (striving towards
excellence in performance)

-Changes in speed
-Shoulder roll
Shoulder stand
-Fitness through HIIT

-Perform a jazz square
-Perform 2 contrasting
characters
-Communicate ideas as
part of a group

-Use a prop in a 4-action
dance phrase

-Discuss examples of
professional work
-Create own floor
patterns

-Demonstrate stylistic
elements of barn dance
-Apply feedback to
improve own
performance

-Develop dance freeze-
frames

-Perform a slide and roll
-Replicate a set phrase
-Work collaboratively to
sequence movements
-Create a 5-action
routine

-Use formation to tell a
story

-Perform without
prompts

-Perform contact work as
a group

-ldentify strengths in
their own performance

-Bowl with accuracy and
consistency

-Collect and return a
moving ball

-Direct a hit to score runs
-Attempt to stop a
bouncing ground ball
(some success)
Rounders:

*Consistently hit one-
handed

*Use under-arm bowling
*Select the best base to
get a player out
*Explore the role of
backstop

*Run at speed to avoid
being stumped

*Play backstop in a short
game

*Use rounders scoring
system

*Explain bowling rules
*Full and half rounders
Cricket:

*Forward drive into
space

*Foot placement for
effective ball hitting
*QOverarm throw to send
ball longer distance

-Dribbling and passing in
pairs

-Defensive positioning
Building an attack
-Finding space for the ball
-Shot, pass, dribble
theory

-Introduce some
defending principles
-Pass over longer
distances

-Use marking techniques
Hockey:

*Use flat side of stick
*Close control, preparing
to tackle

*Shoot from close range
Long corners; goal side
marking; self-pass rule;
channelling the
opposition

Handball:
*Catching-ready position
*Move correctly with the
ball

*Attacking formations
*Effective handgrip
*Protecting the ball
*Basic shooting

*Turn on the move
*3-man weave

*7m throw

-Combination jumps
-Recognise and perform
different paced runs
-Approaching hurdles
-Pull action to throw
-Accurate recording of
scores

-Aim at a target
-Accelerate over a short
distance

-Take off from one foot
to increase a distance
-Sling action to throw
-Perform baton exchange

-Use non-verbal
communication

-Develop further map-
reading skills

-Respond to and resolve
problems as a team
-Participate in trust
activities. Plan on a route
map.

-Recognise and use 8
compass points

-Use a compass to follow
a course

-Work with a partner to
follow a map and solve a
problem

-Recognise a range of
map symbols

-Evaluate their own
success




*Explore role of wicket
keeper

*Anticipate when to run
*Bowl overarm from
stationary position
*Attempt a pull shot
Intercept a ball one-
handed

Football

*Using inside and outside
of foot

*Trapping

*Dribbling in different
directions

*Defensive tackling
*Front of player and goal
side marking

UKS2

-Symmetry and
asymmetry

-Perform
counterbalances
-Round-off progressions
-Link cartwheels and
round-offs

-Perform pathways
-Devise own warm-ups
-Prepare for vaulting
-Dismount from height
-Flight in unison and in
cannon

-Use music

-Create group patterns
-Use stimuli, eg: ribbons
and hoops

-Perform locomotor (walk,
run, skip, hop, jump) and non-
locomotor movements
-Describe key features of
line dancing

-Work collaboratively in a
group of 4

-Use basic line dance
steps to create own
routine

-Copy and perform an
action to communicate a
theme

-Communicate the idea
of a hero

-Create a high-level
energy jump sequence
-Explore space in relation
to dance

-ldentify dynamics and
formations in the Haka
-Perform basic street
dance skills

-Create own street dance
performance

-Create a sequence that
communicates a theme
-Develop formations that
show tension and
relationships

-Throw accurately over
short distances
-Recognise where to play
-Demonstrate urgency to
acquire runs/ rounders
-Track and catch high
balls

-Work in pairs to field a
long ball

Rounders:

*Body position to catch/
stump a player out
*Apply backwards hit rule
*Attempt to catch a
backwards hit
*Understand deep and
close fielding

*Play using standard
pitch

*Bowl a fast ball

*Play tactically to avoid
running a team-mate out
Cricket:

*Call for runs with
partner

*Start to keep wicket
*Attempt bowling with a
run-up

*Forward defensive shot
*Fielding positions: slip,
short-leg and cover
*Bowling short

-Combine basic skills
confidently, eg: dribbling
and shooting. Select and
apply appropriate skills in
a game

-Compare performances
-Comprehend and show
why the player with the
ball should keep moving
or be ready to pass
quickly

Netball:

*Protecting the ball
*Basic shooting

*Playing within thirds
*1:1 marking

*Footwork rules
*Effective bounce pass
*A variety of dodging
skills

*Pivot and pass
*2-handed shooting
Handball:

*Jump shot

*Closing angles

*Pivot to pass
*Screening
*Organisation around
the D

* Dribbling with
precision

*Utilising space

-Prepare torunon a
leading leg
-Develop the principles of

pace (manage energy
distribution for performance)

- Steeplechase and jump
for distance

-Push action when
throwing

-Baton exchange within a
restricted area

-Sprint start techniques
(crouch position; push off
explosively with both feet;
maximum acceleration)

-Run up for long jump
-Record data for
different kinds of throws

Use STEP principles
(striving towards excellence in
performance)

-Work collaboratively to
judge and record

-Take part in events,
using rules for each one.

-Use memory and recall
skills

-Work at maximum
physical capacity, eg:
when running

-Perform under pressure
-Perform safely and with
control

-Classify and interpret
simple morse code
-Follow and orient a map
-ldentify objects in a
scavenger hunt
-Perform complex group
pyramid balances

-Tie a reef knot

-Design your own game,
using, refining and
adapting agreed group
ideas




*0On and off drive Football

*Turning with the ball
*Running with the ball
*Keeping possession
*Step Over

*Set up others to shoot
*Deny space

*Cover the defender
*Penalty shooting
*Goal keeping

*Close control: knee;
chest

Tag Rugby:

*Tag protocol

*Evade taggers

*Run past defenders
*Pick up and run with ball
*Correct ball position
when carrying

*Keep possession
*Tagging opponents
When to run; when to
pass to a space

*Deny space to opposition
*Magic diamond
formation

*Pass techniques

*Set play to attack

Note: bold type denotes skills expectations for the older children in the Phase, eg: Year 2, Year 4 and Year 6



Long Term Curriculum Map: PE

Self-care/ PD: shoes on
and off, coats on and off

Self-care /PD: shoes on
and off, coats on and off

Fundamental
movement: Gross motor
control run, march, tiny

steps, giant steps, hop,
walk like an animal

Fundamental
movement: Body
management - line walk,
balance, climb

Fundamental
movement: Locomotor
skills — run, distance
jump, gallop, skip

Fundamental movement:
Object control -
overhand throw,

underhand roll

Self-care: Dance Striking and fielding Invasion Games Athletics OAA
Getting changed in a
hoop.
Gymnastics
Gymnastics Dance Striking and fielding Invasion Games Athletics OAA




Gymnastics
Physical

exercises requiring
balance,

strength, flexibility,
agility,
co-ordination,
artistry

and endurance. The
movements involved
in gymnastics
contribute to the
development of the
arms, legs, shoulders,
back, chest,

and abdominal
muscle groups.

Know that they can
make different shapes
by moving different
body parts.

Understand that body
parts can move
separately from one
another, eg: arms and
legs; hands and feet

Know that mats are
used to protect them
from injury.

Know some small
apparatus, eg: large
ball, mat, parachute,
bench

Know how to carry and
move these objects
safely.

Understand that a
sequence of
movements starts and
finishes with a still
position.

Know that moving is
called travelling and
this can be done in
different directions and
on different parts of
their body.

Know that movement
and travelling can be
done at different
heights.

Know that equipment
can be used to work on
or around.

Know how to carry, move
and store equipment
safely.

Know that there are safe
ways of landing when
working on equipment.

Know that the magic
chair landing means to
stand feet apart, knees
bent, arms extended for
balance.

Understand that body
tension means when
muscles are stretched
and working to keep
balance.

Know that movements
and actions can be joined
together or linked into
sequences.

Know that they can rock
on different body parts,
eg: from sitting, round
back and shoulders and
rock back and up. Know
that a curved body
position is needed.

Know that a spin, turn or
roll can be performed on
a mat for safety and can
be done using different
body parts, such as toes,
knees and bottom.

Know that a circuit is a
round course with
different activities in it.

Substantive knowledge - PE

Know that gymnastics
can be performed at
different levels —
standing, crouching,
kneeling and lying
heights

Know that a gymnastics
routine is a planned
sequence of actions
which follow on
smoothly from one
another.

Know that gymnastics
can be performed at
different speeds and
these can change within
a routine.

Know that working
together can allow them
to perform more tricky
balances than on their
own.

Know and take part in
front and back supported
balances.

Understand rhythm is a
regular, repeated pattern
of sound or movement,
like walking, marching or
dancing.

Understand that they can
control their body
movement and actions
by concentrating on the
muscles they are using.

Know that contrasting
means opposite

Know they can make
shapes with just their
body that contrast, eg:
wide shapes and narrow
shapes

Know point means the
small body parts
touching the ground, eg
hands, feet. Know that
patch means a larger
area of the body, eg back
or legs.

Know that canon means
one straight after
another,

Know that flow means
movements one after
another without stopping

Know that unison means
people doing the same
movement at the same
time

Know that fluency means
with smoothness

Know that extension
means stretching the
arms and legs as far away
from the body as
possible

Know that gymnastic
routines can incorporate
changes of speed for
effect or when
responding to music.

Know that cartwheel is a
series of movements
progressing from
standing on one leg, arms
extended, tipping over
and flipping legs one at a
time over the body to
recover to a standing
position.

Know that STEP means
Striving Towards
Excellence in
Performance and that
this is a personal goal to
improve their own skills.

Know that their personal
best will be different
from anyone else’s.

Know how to keep safe
performing a sideways
shoulder roll and a
shoulder stand

Know that HIIT means
high intensity interval
training.

Know that HIIT is very
fast and energetic actions
performed over very
short time periods,
followed by lower energy
actions to help you
recover.

Know that symmetrical
balances are where both
sides of the body are
doing the same thing.
Know that asymmetrical
balances are where each
side of the body looks
different.

Know that a
counterbalance means
using your own and your
partner’s weight to hold
a still position

Know that a round-off is
a finishing position
where arms are extended
in front, chin is forward,
shoulders are rounded.

Know that pathways are
sequences of movements
or routes through a space
such as a PE hall.

Know why warm-ups are
important in sport.

Know a range of warm-
up activities to use
different muscle groups.

Know that combining
these is important in a
quality warm-up.

Know that a hurdle step
(run up, one foot
between 2 objects, hop
on dominant foot, jump
with feet together for
distance) is used in
athletics as well as
gymnastics.

Know that a dismount is
the finishing touch to a
gymnastic routine and
must be completed with
strength and control.

Know that a dismount
means to leave a piece of
equipment with a
controlled movement.

Know how different
jumps and finishes are
matched and suitable for
different height
dismounts.

Know that flight activities
are where no part of a
gymnast is touching the
floor.

Know the need for safety
mats.

Know that in unison
means multiple gymnasts
at the same time

Know that in cannon
means one after another
with no break in the
sequence

Know and refine a range
of fundamental
movements



https://en.wikipedia.org/wiki/Balance_(ability)
https://en.wikipedia.org/wiki/Strength_training
https://en.wikipedia.org/wiki/Flexibility_(anatomy)
https://en.wikipedia.org/wiki/Agility
https://en.wikipedia.org/wiki/Motor_coordination
https://en.wikipedia.org/wiki/Endurance
https://en.wikipedia.org/wiki/Abdomen

Know that actions can be
performed on, over,

under and through pieces
of equipment in a circuit.

Dance

Rhythmic movement
or repeated physical
phrases, usually to
music. Often using
symbolic or aesthetic
themes, the purpose
is to communicate
ideas and feelings.

Know that dance is a
way of moving and it is
usually done to music.

Know that colours are
linked to moods.
Recognise happy, angry
and sad actions.

Know that animals
move in different ways
and at different
heights. Know that this
is called different levels.

Know that a follow-the-
leader-game or action
is where an adult shows
you what to do and you
copy it.

Know that dancers
move to the beat on
the music. Know that
this is called ‘timing’
and ‘moving in time’

Know that a dance can
be performed in a
circle.

Know that a dance can
contain a movement or
action that is done
again and again.

Know that a metronome is
a device which keeps a
steady beat.

Know the words and
actions to nursery rhymes.

Know that some actions
suggest being friendly and
say what these are.

Know that a story has a
beginning, middle and end,
and a dance that tells a
story has this structure
too.

Know how to dance in a
circle or a line with others.

Know how to step in time
to the music.

Know that a repeated
dance move is called a
motif.

Understand how a clock
face and the numbers on
it can represent moves in
a dance.

Know how to follow a
leader to copy dance
actions.

Know a 2-step.

Know that a way of
moving your hand is
called a hand gesture and
this can be part of a
dance.

Know that dance actions
or movements put
together is called a
routine.

Know that creative
means something you
have imagined.

Know that contrasting
means opposite.

Know that a pathway
means the route taken
across the floor.

Know that a jazz square
is a sequence of
movements that form
the 4 corners of a square.

Know that ideas have to
be communicated in
ways that everyone can
understand.

Know that performers
need to have feedback to
get better.

Know how to use
feedback to improve.

Know that a square
dance is a type of dance.

Know that a dance can
tell a story through its
actions and emotions.

Know that different
movements can
represent different
emotions and moods.

Know how to form a
freeze frame.

Know that actions can be
combined to make
sequences.

Know that a dance is
made up of sequences,
which are short ideas,
communicated through
movement.

Know that they have
strengths in their
performance and say
what these are.

Know the terms slide and
body roll and what these
actions are.

Know that improvisation
is made up without
practice.

Know that contact in
dance means a
supporting touch to
transfer weight.

Know the difference
between locomotor
(travelling) and non-
locomotor movements.

Know that individual
dance styles each have
key movements and
actions.

Know how to copy steps
from a routine and use
these to make their own
sequence of moves.

Know a signature move
and how to incorporate
this in their own work.

Know that a dance can
create an atmosphere
and a mood through
different facial
expressions, gestures and
music.

Know that parkour is a
style of running and
jumping across streets
and buildings.

Know that there are
some jumps that require
high energy and strength.

Know that dance is a
movement across a
space and that this can
be done using different
pathways.

Know that a theme can
be communicated
through dance, without
speaking.

Know that some dances
are very significant to the
cultures they come from.

Know that some dance
moves communicate
feelings and emotions.

Know the features of
different styles of dance:
line dance, war dance,
street dance.

Know that dynamics in
dance is how the dancer
moves.

Know how to describe
and appraise what they
have seenin a
professional dance.

Striking and
Fielding

Games where players
win points by hitting
an object and scoring
by running to a
designated area.
Usually comprising
two teams,
opponents attempt
to prevent scores by

Know that you need to
look at where you want
to throw something.

Know that you need to
look at where you want
a kick to go.

Know the names of
different objects: hoop,
beanbag, ball, quoit,
mat

Know that repeated
practice improves
performance.

Know that self-feed
means to drop the ball
for yourself to practise.

Know that a steady
rhythm and
concentration helps to

Know that there are
different ways to throw
or pass a ball in sport.

Recognise an underarm
and an overarm throw.

Know how to use an
underarm throw.

Understand that a
penalty is a way of

Know that bowling
means sending a ball to a
batter.

Know that, to bowl
underarm means the
bowler’s hand does not
come above the waist.

Know that ‘collecting’ a
ball means catching it

Know that running
around the bases in
rounders should be as
fast as possible.

Know that batters need
to watch where fielders
are to prevent
themselves being
‘stumped’.

Know the best technique
for bowling an underarm
throw, ie: Grip the ball
between thumb and
fingers, place weight on
the back foot, swing the
arm backwards. Swing
forward, stepping onto
the front foot. Release
the ball with a flick of the
wrist.

Know the best technique
for fielding in rounders,
ie: A team must decide
which fielding positions
are the most important
to cover. There are no
restrictions on where a
fielder can run on the
rounders pitch, and quite
often, deep fielders may
take position on a base if




catching and
returning an object,
such as a ball.

Know to look at an
object being thrown
towards them to help
them know where to
catch it.

Know how to use ‘big
hands’ to catch.

Know that passing
more slowly gives more
control.

Know the sequence of
movements for

skipping.

Know that a skipping
rope must be the right
length for the height of
the skipper.

sustain a bounce action
on a bat.

Know that rounders is a
game where a ball is
thrown to a batter and
the batter aims to hit the
ball as far as they can so
that they can run around
the bases and score a
run.

Know the order and
location of 1%, 2", 3rd and
4t (or last) base.

Know that passing 4t
base without stopping is
arun.

Know that they need
skills in batting and
fielding.

Know that fielding means
catching and returning
the ball to a base.

Know how to work as
part of a team and that
part of the team’s job is
to prevent the other
team scoring.

restarting play, where a
player is allowed to take
a single shot at the goal
while it is defended only
by the opposing team's
goalkeeper.

Know that the ball needs

to travel in a straight line.

Know that different parts
of the foot can be used
to kick a ball.

and there are different
ways to do this.

Know that a rounders bat
is a cylindrical shape.

Know how to hold a
rounders bat one-
handed.

Know that a batter can
be out by being
‘stumped’ at a base in
rounders.

Know that a backstop’s
role is to help the bowler
guide the ball to the
correct position when
bowling and to catch the
ball when the batter
misses or hits backwards.

Know that a cricket bat is
made of wood and has
one flat side and one
bevelled side.

Know a forward drive is a
particular stance and bat
movement in cricket.

Know the correct way to
stand to bat in cricket.

Know that the wicket
keeper is an important
part of the fielding team
in cricket.

Know the scoring system
in a game of rounders, ie:
That a half rounder is
scored by a batter getting
to 4th base in one go
without hitting the ball;
or a batter hits the ball
and runs to 2nd base in
one go; or a batter who
gets to 4th base but
stops at any post on the
way round or a bowler
bowls 2 consecutive no-
balls at a batter.

Know that a full rounder
is scored if the batter hits
the ball and gets all the
way round to 4" base
without stopping.

Know the bowling rules
for rounders, ie:
underarm throw from
dominant hand aimed at
the batter’s hands; throw
from a back swing and
release ball at waist
height.

Know how to bowl
overarm in cricket. Know
the rules for bowling, ie:
1. Arm Position: The
bowler’s arm must be
straight during the
delivery stride, without
flexing or bending.

2. Front Foot: The
bowler’s front foot
should land behind the
bowling crease without
crossing it. 3. Side-on
Action: Bowlers typically
have a side-on action,
with their chest and hips
aligned towards the
batsman. 4. No-ball
Line: The bowler must
deliver the ball from
behind the crease,
without overstepping it.
5. Front Foot: The
bowler’s front foot must

Know the different player
positions in a rounders
game and where to stand
on the pitch.

Know how to catch high
balls, ie: Eye constantly
on the ball; body facing
the ball at all times; front
foot pointing to where
the ball is coming from;
weight evenly
distributed.

Know how to field a long
ball, ie: hold hands
directly under the ball in
a cup shape, then
immediately bring in
close to the body to
reduce the risk of
dropping the ball; know
that throwing to another
fielder who is closer to
the base will be more
effective than trying to
hit a base from a deep
field position.

Know that close fielding
is closer to the bases,
whereas deep fielding is
further away from the
bases.

Know that a crouched
position is better for
‘stumping’ out a batter.

Know the backwards hit
rule, ie: When the ball is
hit behind the line, the
batter is allowed to run
to the 1st base but is not
allowed to continue to
2nd until the ball has
crossed the line back into
play. It is best that the
backstop retrieves the
ball and walks it back
instead of throwing it
back into play.

the base fielder has run
to catch a ball.

Know that a ‘fast ball’ in
rounders can make the
batter hit the ball
upwards so making it
easier for the fielding
team to catch the ball
and get the batter out.

Know a fast ball
technique, ie: Grip the
ball with index/middle
finger and thumb, take 2
steps in to bowl! with
bent knees; swing the
arm by the waist and
release the ball from the
fingers, not the palm.

Know the field positions:
Slip is a fielder who
stands nearer to the
wicket keeper to catch a
ball that comes off the
edge of the bat; Short-
leg is a fielder who
stands to the left of the
striker, ready to catch a
ball off the stumps or the
shin pad that won't
travel far; Cover stands in
the half of the pitch in
the direction the ball will
travel

Know the term ‘bowling
short’ and that this
means the ball bounces
closer to the batsman, so
itis tricky to hit

Know the terms ‘on’ and
‘off drive” and that these
refer to where the ball is
batted in relation to the
pitch.




make contact with the
ground before releasing
the ball.

Know what a pull shot is,
ie: the batter steps onto
their back foot and
pivots, bringing the bat
up to waist height to hit
the incoming ball as far
as possible. The
momentum of this move
helps power the drive of
the ball.

In cricket, know who calls
the runs between batting
partners, ie: If a ball is hit
in front of a wicket, the
striker calls ‘yes’, ‘no’ or
‘wait’ for the run. If a ball
is hit behind, the non-
striker calls it.

Know the layout of a
cricket pitch and some of
the positions of players.

Know that to ‘keep
wicket’ in cricket means
to act as the wicket
keeper.

Know the role of the
wicket-keeper, ie: Take
position behind the
striker’s wicket, 10 to 20
yards back for the fast
bowlers or directly
behind for those of
slower pace. Concentrate
on every ball, being
ready to stop a ball that
passes the wicket, to
stump a batsman if he
leaves his ground, or to
receive a ball returned to
him by a fielder.

Know that bowling can
be done from a standing
start (Y4) or with a
running entry.

Know that a forward
defensive shot is a
deliberate shot that aims
to prevent the ball from
hitting the wicket or the
player's pads.

Invasion

Games

Team sports, where
the objective is to
invade an opponent’s

Know that you need to
look at where you want
to throw something.

Know that to ‘send’
means to move an object
(eg ball or bean bag) to
another player or
another place.

Know that to ‘control’ a
ball means to know
where it is at all times
and to move it where you

Know that ‘opponents’
are players on the other
team.

Know that ‘attack’ means

Know that a ‘defender’ is
someone trying to stop
their opponent from
scoring.

Know the term ‘closing
angles’ where a
goalkeeper takes up as
much of the goal mouth
as possible.

Know the term
‘screening’ in handball,
as this relates to blocking
a move when marking.



https://www.britannica.com/dictionary/pace

territory by moving
an object into their
designated scoring
area, while
simultaneously
defending own
territory and
preventing
opponents from
scoring.

Know that you need to
look at where you want
a kick to go.

Know the names of
different objects: hoop,
beanbag, ball, quoit,
mat

Know to look at an
object being thrown
towards them to help
them know where to
catch it.

Know how to use ‘big
hands’ to catch.

Know that passing
more slowly gives more
control.

Know the sequence of
movements for
skipping.

Know that a skipping
rope must be the right
length for the height of
the skipper.

Know that the best
position to catch an
object is to keep eyes on
the object all the time;
move their body into line
with the object; hands
move to meet the object;
hands are cupped;
elbows bend to take up
the force

Know that in PE, to
‘defend’ means to try
and stop the other team
scoring a goal.

Know that in PE, ‘attack’
means that when you
have the ball, you try to
keep it away from the
other team.

want it to go when you
have it.

Know that to ‘dribble’ a
ball means to move a ball
with small touches from
one place to another.

Know that an important
part of any team game is
the ‘pass and move’
manoeuvre. This means
to send a ball to a team-
mate and move to
another place where
someone could send it to
you.

Know that to ‘intercept’ a
ball means to stop it and
make it go in another
direction. This is linked to
having ‘control’ of the
ball.

Know that the job of the
goalkeeper is to stop the
other team from scoring
a goal.

To try and score a goal or
point in their opponent’s
area.

Know that ‘possession’ of
the ball means to have it
under your control.

Know that ‘close control’
means to keep a ball
closely by the player who
has it.

Know that
‘communication’ means
to share where or to
whom the ball should be
passed with a team-
mate, to keep the game
going.

Know that ‘marking’ is
where one player tries to
get in the way to stop
another player and tries
to anticipate their next
move.

Know that a “flick shot’ in
hockey means keeping
the stick close to the
body, bringing the stick
back and pushing the ball
forward quickly with the
wrist.

Know that a ‘loose’ ball
in handball means one
that has been dropped.

Know that a ‘handgrip’
means the way the ball is
held.

Know that ‘physical
contact’ means touching
any part of another
player during the game.

Know that to ‘trap’ the
ball in football means to
use your body to bring
the ball to the ground to

Know more defensive
principles: zonal or man-
marking.

Know the difference
between ‘close range’
(up close) and ‘distance’
(further away) shots.

Know that ‘drills” are
practices of skills that are
repeated to improve
performance.

Know that to ‘invade’
means to go into the
opponent’s part of the
pitch to score a goal.

Know that physical
contact between players
is not allowed.

Know when a longer pass
could be effective.

Know the rules for long
corners in hockey.

Understand the term
‘channelling’, meaning to
force an attacker onto
the defender’s forehand
using body position.

Understand the value of
key handball drills: 7m
throw and 3-man weave.
Know the term ‘goal side’
in the context of marking
/defending in football

Know when a longer pass
could be effective.

Know the rules for long
corners in hockey.

Understand the term
‘channelling’, meaning to
force an attacker onto

Know how to use ‘pivot
to pass’ in a game of
handball.

Know a ‘jump shot’
means to throw the ball
downwards as hard as
they can.

Know the skills of turn
with the ball, run with
the ball and ‘step over’.

Know when to play the
ball fast or slow.

Know the player
positions in netball.

Know the rules for
holding, releasing and
moving with the ball.

Know the 3 different
types of netball pass.

Know how to mark an
opponent effectively,
including protecting the
ball.

Know that tag rugby is a
non-contact sport.

Know the terms ‘tag’ and
‘tagged’ and what they
mean.

Know what a ‘knock on’
is.

Know the organisation of
players around the
scoring zone (sometimes
called the D

Know how to make the
best use of space on the
court in handball.

Know the skill of covering
the defender, in support
of a team-mate.

Know how to deny space
to an opponentina
game of football.

Know the ways in which
close control of a football
assists the controlling
team.

Know how to make and
save penalty shots.

Know how to pivot to
pass in netball.

Know how to use 2-
handed shooting in
netball.

Know an effective
bounce pass across 2/3
of the court.

Know marking tactics of
single and double dodges

Know the ‘magic
diamond’ formation.

Know that the ball may
only be passed
backwards or to the side.

Know how to tag
opponents effectively.
Know when to run and
when to pass to a space
in a game.




keep it under your
control.

Know the term ‘position’
in the context of an
invasion game (as
opposed to ‘body
position’ for specific
movements).

Know the difference
between defensive
positioning and attacking
positioning.

Know that to receive the
ball successfully, space is
needed.

Know that the flat side of
the stick is used for
control and to tackle in
hockey.

Know a suitable attacking
formation in handball,
eg: wingers and pivot.

Know when to use inside
and outside of the foot
when moving the ball in
football.

the defender’s forehand
using body position.

Understand the value of
key handball drills: 7m
throw and 3-man weave.

Know the term ‘goal side’
in the context of marking
/defending in football

Know that to reduce
space for passing gives an
advantage.

Athletics

A set of activities
which involve
running, jumping and
throwing with the
aim of improving
skills to use in
competitive settings.

Know that travelling
games are those where
they move across the
floor.

Know that they have to
follow instructions to

perform tasks correctly.

Know that they need to
take turns.

Know that there are
rules that have to be
followed.

Know that a shuttle run
is a run between one
place and another.

Know that a relay is a run
where an object is passed
from one runner to
another.

Know simple breathing
techniques.

Know that a long jump is
where they try to jump as
far as possible.

Know that bounding is
running with long strides.

Know that using a leading
arm in throws helps to aim
the obstacle being thrown.

Know that a physical
challenge can cause an
emotional response.

Know how to move
around a space without
getting anyone else’s
way.

Know that there are ways
to make their legs more
powerful.

Know how to
concentrate when they
have to perform under
pressure.

Know which type of
throw (under or over

Know that athletics is a
combination of sports
activities.

Know that an athlete is
someone who performs
these sports.

Know that a combination
jump is a fast run with a
2-footed jump.

Know that a triple jump is
a hop, step and jump
sequence.

Know that in a distance
run, they have to keep a
sustainable pace.

Know how to launch
from a stronger single
foot to perform a long
jump.

Know that there are
different kinds of throws.

Know what a sling action
is in throwing.

Know how to aim for a
target with increasing
accuracy.

Know how to pace
themselves for different
types of runs.

Know that there are
different running styles.

Know that a personal
best is an individual
aspiration to help
improve performance.

Know that a steeplechase
is an event of running
and jumping over
obstacles.

Know that a leading leg is
the first leg to go over a
hurdle.

Know what the STEP
principles are.

Know that there are
different ways to run up
for a long jump.

Know that in sports,
every player has to
adhere to the rules and
that there are
consequences for not
doing so.




Know that in PE, a
station is a place where
you can stop or change.

Know the sequence of
actions that are needed
to perform a jump.

Know that an underarm
throw aims the ball
upwards.

Know that an overrm
throw aims the ball
downwards.

arm) is best for different
games.

Know how to use a pull
action for a throw.

Know that drills are
repeated practices of
movements and actions
which improve skills.

Outdoor
Adventurous
Activities
(OAA)

Outdoor lessons that
involve challenging,
adventurous
activities like
orienteering, which
aim to develop not
only physical skills
but also problem-
solving, teamwork,
and decision-making
abilities

Know how to travel in
different ways, eg: hop,
skip, run.

Know how to follow a
defined path or course.

Know how to work
alone or with a partner.

Know that a team is a
group of people
working together.

Know that orienteering
means to find places or

objects by following a map.|

Know how to listen
attentively to follow a
partner’s instructions.

Know how to give
instructions assertively.

Know the 4 compass
points.

Know how to move around

obstacles safely.

Know that speed stacking
is a way of collecting cups
very quickly.

Know how to read a key
on a map.

Know how to use
equipment to move
around or over obstacles.

Know that they can
change their technique in
speed stacking to
improve their
performance.

Know that an
orienteering course is
completed competitively
against others.

Know the 8 compass
points.

Know how to use non-
verbal communication
within a teamor
partnership.

Know how to follow
more complex
instructions to complete
a course.

Know how to critically
evaluate their own
performance.

Know how to give
compass point directions.

Know how to suggest
strategies to improve
their own performance.

Know that physical
capacity is how hard the
body can work.

Know how to use
equipment to time their
own completion of a
course.

Know what Morse code
is.

Know how to use a
strong base and low
centre of gravity to
balance.

Know how to tie a reef
knot.

Know that a pyramid
balance is one where one
individual balances on a
stable base of 2 others.

Know how to design a
game for others to play.

Know how to recognise
whether a game is
successful and make
amendments based on
player feedback.




PHYSICAL EDUCATION
CURRICULUM

Gymnastics



[Gymnasties T ] Term: Reception Autumn 1

Prior learning: Foundations for PE: Fundamental movement and self-care

Unit Knowledge and Skills: Balance, take-off and landing, body tension, travel in different ways, link movements in
short sequences, use small apparatus

Vocabulary

Make various shapes by assuming different body positions with arms, legs, hands, feet etc.
Copy and hold positions. Hold a balance in different positions, eg: one leg; one leg, arm raised. Incorporate stretching to
encourage body tension.

Develop take-off and landing positions for jumps, initially on mats, then using low apparatus, eg: benches,
Develop different ways of travelling around the room, eg: rolls, slides, crawling, jumping.

Incorporate changes of direction.

Develop a sequence of movements, linked by different ways of travelling from a start to a finish position.

Incorporate small apparatus and investigate higher and lower-level motion.

Learn to use and move small equipment safely.

Body, position, hold, still, roll,
slide, crawl, jump, bench, mat,
travel, travelling, start, finish,
move, movement, direction,
high, low, apparatus,
equipment.




Gymnastics

Term: KS1 Autumn 1

Prior learning: Balance, take-off and landing, body tension, travel in different ways, link movements in short sequences, use small apparatus

Unit of Learning

Unit Knowledge and Skills: Balance, take-off and landing, body tension, travel in different ways, link movements in
short sequences, use small apparatus, perform simple sequences, vary levels and speed, use different jumps and
balances

Vocabulary

Carry equipment safely (firm grasp, hold in front, knees bent to lift, eyes in the direction of travel)

Develop a linked series of movements (2) across pieces of equipment, such as a balance and a roll or travel and a jump over a
small stool, bench or mat.

Understand safe ways to perform ‘on, off and over’ sequences with a single piece of equipment, eg: stand on a bench, jump
off a small stool, leap over a cone.

Demonstrate understanding of safe exit from small apparatus by learning and performing ‘magic chair’ landings onto a mat.

Improve body tension through holding a range of balances, eg: one leg, other leg raised in front; one leg, other leg raised
behind; tree pose in yoga, leg backwards, torso forward.

Understand how to spin, rock, turn and roll on different parts of the body and that a curved body position is required for this.
Know that to be safe performing these actions, they need to be performed on a mat.

Develop use of sequences of movements across the floor and using small apparatus and incorporate start and finish shapes
(study these on video in class-based lesson first). Work on the floor and on equipment to vary levels; explore working at
different speeds.

Develop and refine jumps from small equipment, by using vertical, tuck and star jumps, not only to dismount, but for
performance. Safely complete with a finish pose

Work with a partner to practise back and front support balances using 4 points of contact (hands and feet)

Develop and practise simple body control movements, eg: rebound jumps (side to side), tucked dish, straddle sit, back
support, side roll

Refine and combine these actions to develop simple rhythmic gymnastics routines (3 actions) to music in pairs by using
ribbons or balls

Carry, transport, apparatus,
equipment, bench, stool,
mat, cone, direction,
position, linked, sequence,
balance, raise, pose, start,
finish, backwards, forwards,
spin, rock, roll, jump, vertical
jump, tuck jump, star jump,
power, leap, perform, curve,
tuck, safe, safely, protect,
protection, exit, magic chair,
land, landing, front support,
back support, points of
contact, rhythm, rhythmic
ribbon, music, beat, flexible,
flexibility, stamina,
endurance, rebound jump,
tucked dish, straddle sit, side
roll
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Prior Learning: Balance, take-off and landing, body tension, travel in different ways, link movements in short sequences, use small apparatus, perform
simple sequences, vary levels and speed, use different jumps and balances

Unit knowledge and skills: body shapes, point and patch balances, unison gymnastics, pattern sequences with and Vocabulary
without equipment, static and locomotion positions, refine transitions, incorporate changes in speed, perform a
cartwheel, understand STEP, shoulder stand, improve own fitness.

Make contrasting body shapes, eg: wide, narrow, straight, curled. Remember and repeat different balances, such as ‘point and | Wide, narrow, curled, straight, point,
patch’ balances. Combine these in short (4-5 action) sequences individually and with a partner. patch, combine, sequence, unison,
canon, flow, static position,
locomotion, floating, swinging,
bouncing, transitions, smooth
transitions, extension, speed,
cartwheel, STEP - striving towards
excellence in progression, personal

Perform canon (one after another) and flow (movements in sequence without stopping) unison (same movement at the same
time) actions with a partner, demonstrating fluency in movement

Practise and perform gymnastic patterns using safe landing, static positioning, locomotion (moving away from the starting
position), jumping, floating motion, and swinging actions

Further develop the pattern sequences by incorporating bouncing a ball, refining smooth transitions and using extension best, extend, extended, extension,

(stretching arms and legs as far from the body as possible) as well as changes in speed. shoulder roll, shoulder stand, high
intensity interval training (HIIT),

Learn a basic cartwheel progression from standing on one leg, arms extended fitness, stamina, endurance, circuit

. . . . . R training, active rest.
Introduce STEP (striving towards excellence in performance), encouraging pupils to be their best selves, not compare

themselves to others to achieve what is their personal best.
Learn a simple sideways shoulder roll, leading into a shoulder stand

Improve individual fitness through HIIT, circuit training and active rest periods
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transitions, incorporate changes in speed, perform a cartwheel, understand STEP, shoulder stand, improve own fitness.

Unit knowledge and skills: balances and counterbalances, round-off finishes, perform pathways, understand and
devise own warm-ups, hurdle step, dismount from height, flight activities and jumps, group patterns, patterns to
music, incorporating music

Prior learning: body shapes, point and patch balances, unison gymnastics, pattern sequences with and without equipment, static and locomotion positions, refine

Vocabulary

Perform symmetrical and asymmetrical balances and counterbalances with a partner

Learn to perform a round-off following a cartwheel (arms extended in front, chin forward, shoulders rounded.) Link cartwheels and round-
offs in a sequence of actions on mats.

Perform pathways (sequences of movements or routes through a space) on the floor, on mats and on/ around apparatus.

Understand the need for warm-ups and the impact on the body of warming up groups of muscles. Work with a partner or in a small group
to devise own warm-ups and practise these at the beginning of each lesson.

Learn a hurdle step (run up, one foot between 2 objects, hop on dominant foot, jump with feet together for distance) in preparation for
vaulting and practise to improve agility and speed in the run-up and extend distance in the jump. Practise with safe landings from prior
learning in LKS2.

Understand that a dismount is the finishing touch to a gymnastic routine and must be completed with strength and control. Analyse
the different jumps and finishes the children have learnt and apply them to apparatus at different heights. Dismount from height
safely, with a refined finish.

Practise different flight activities (where no part of a gymnast is touching the floor) on mats and from apparatus, eg a springboard.
Develop these skills to perform flight jumps in unison (multiple gymnasts at the same time) and in cannon (one after another with no
break in sequence)

Work together to create group patterns of fundamental movements, such as pushes and pulls, twists and turns, lunges, rotations and
hip movements.

Devise and perform sequences and patterns to music, incorporating ball and ribbon equipment

Symmetrical, asymmetrical,
counterbalance, paired work, cartwheel,
round-off, landing, sequence, pathways,
routes, warm-ups, hurdle step, vault,
dominant foot, agility, speed, distance,
dismount, routine, control, height,
refined finish, flight, unison, canon,
pushes, pulls, lunges, squats, rotations,
hip movements, musical, musicality,
rhythm.




PHYSICAL EDUCATION
CURRICULUM

Dance




Unit knowledge and skills: interpret mood in music, identify fast and slow, move in response, make slow moves,
make fast moves, light and heavy, high and low levels, follow-the-leader, 4 action sequence, circle dance, copy
moves and gestures

Term: Reception Autumn 2

Prior Learning: Fundamental movement: negotiate space, move energetically, work co-operatively with others, try new activities, take turns

Vocabulary

Explore links between colours and feelings through music and art. Develop relative movements to accompany these. How is a sad
movement different from an angry one? How would a happy person move?

Explore how different animals move and understand moving at different levels (link to Dinosaur learning). Move on 2 feet, hands and feet,
tiptoes etc. How would a giant diplodocus move? What actions might a pterodactyl do?

Play follow-the-leader games to copy an adult’s actions in large groups. Combine with different pieces of music. How do the movements
change? Repeat with paired and smaller group work, where a child takes the ‘leader’ role.

Explore sequence work, where all dancers move around the room in time, performing the same simple steps.
Learn and repeat actions through circle dance, with all dancers moving together around, into and out of a circle, performing simple steps.
Within a circle dance formation, copy and repeat 4 actions, eg:, slide to the side, feet together, slide back, feet together

Perform a simple dance motif (repeated gesture), eg: push away and return

Feelings words, eg: happy, sad, angry,
cross, dinosaur names, eg: T-Rex,
diplodocus, pterodactyl, slow, fast,
heavy, light, levels, high, low, follow-
the-leader, leader, follower, copy,
same, time, change, dance, dancer,
sequence, round, circle, move,
movement, together, steps, action, in,
out, slide, push, feet, arms, hold,
return.
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leader, 4 action sequence, circle dance, copy moves and gestures

Unit knowledge and skills: count an 8 beat, step on a beat, perform actions to songs, demonstrate emotions
through dance, tell a story through dance, perform circle or line dance steps in time, dance solo and in duet, respond
to a visual stimulus, perform a motif, use contrasting actions and different movement pathways.

Prior Learning: interpret mood in music, identify fast and slow, move in response, make slow moves, make fast moves, light and heavy, high and low levels, follow-the-

Vocabulary

Use a metronome to learn to count an 8 beat initially. Introduce music and practise counting to the beat of 8. Once secure, introduce a
simple movement or step on each count (beat). Use a stirring piece of music and simple counting to march and count in time

Perform actions to sing a simple nursery rhyme.

Agree actions to demonstrate the idea of friendship through movement, eg: a hug motion or a wave. Perform these solo and then facing
one another in mirror actions and to music.

Retell a simple story through repeated movements and copy simple actions to accompany each stage: Focus on a beginning, middle and
end, with simple travelling such as walking or skipping.

Work together as a large group in a circle or a line formation to create a dance to a theme, eg: getting lost, being afraid, seeing something
familiar, feeling happy. Perform a motif (repeated gesture or short movement sequence) to music

Within a circle or line formation, incorporate a step and turn action, either a full turn or a 4-step quarter turn routine, eg: Use the theme of
a clock face to develop a dance

Perform simple dance moves, using a follow-the-leader style to dance solo and in duet (2 dancers side by side)
Explore creative footwork using a simple 2-step and perform to music. Incorporate a strong hand gesture
Respond to visual stimuli, eg: by following a simple routine on screen to music.

Use contrasting actions within a simple routine, eg: down and up, left and right, forward and back
Explore movement pathways (the trail left by a dancer across the floor), in curved, straight, zigzag or diagonal lines, or combinations of
these.

Metronome, beat, rhythm, in time,
nursery rhyme, actions, copy, walk,
skip, beginning, middle, end, travel,
travelling, circle dance, line dance,
feelings, expressions, story-telling,
friend, friendship, solo, pair, mirror,
duet, duo, footwork, 2-step, routine,
visual, follow, imitate, motif, theme,
gesture, hand gesture, strong gesture,
visual, contrast, contrasting actions,
movement pathways, trail, curved,
zigzag, diagonal
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Unit knowledge and skills: perform a jazz square, communicate ideas, respond to feedback to improve
performance, understand key features of a square dance and perform simple phrases, incorporating a prop. Develop
a good and bad character and portray these through dance, applying contrast. Tell a story through dance. Work
collaboratively, perform routines and use freeze-frames, improvisation and formation to enhance their
performances.

Prior Learning: count an 8 beat, step on a beat, perform actions to songs, demonstrate emotions through dance, tell a story through dance, perform circle or line dance
steps in time, dance solo and in duet, respond to a visual stimulus, perform a motif, use contrasting actions and different movement pathways.

Vocabulary

Perform a jazz square (a sequence of step forward, cross over, step back, step to the side, creating a square pathway)

Work in small groups to refine their jazz square and communicate ideas as part of a group agreeing on a routine. Work collaboratively to
sequence movements. Perform their square dances for other groups and respond to feedback to improve their own performance. Identify
strengths in their own performance

Discuss examples of professional work. Watch a professional square dance. Discuss and dissect some of the basic footwork and practise to
use in their own dance sequence, showing stylistic elements of the square dance. Perform, using a prop in a 4-action dance phrase.
Replicate a set phrase and use what they have observed to create a 5-action routine

Develop a simple narrative of good and bad within a dance, eg: red riding hood and the wolf; Cinderella and the ugly sisters; Perform 2
contrasting characters, showing emotion through gesture and movement. Decide on how their story-telling will create their own floor
patterns. Develop dance freeze-frames (tableaux) to tell a story without movement. Use formation (own individual technique within a
team performance) to tell a story

Perform a slide and body roll

Choose their own music to perform without prompts (improvisation). Work in small groups to perform improvised contact work (sharing
weight to create balances and formations)

Jazz square, square dance, barn dance,
style, professional dancers, discuss,
communicate, collaborate, co-operate,
feedback, respond, improve, perform,
performance, sequence, 4-action, 5-
action routine, narrative, contrast,
contrasting, emotion, portray, prop,
freeze-frame, formation, slide, body
roll, improvise, improvisation, contact,
contact work, weight transfer
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perform routines and use freeze-frames, improvisation and formation to enhance their performances.

Unit knowledge and skills: locomotor and non-locomotor moves, line dancing, collaboration, analysis and critical
feedback, combine actions into a sequence on a theme, identify and perform a signature move or motif, recognise
and understand the cultural significance and importance of dance. Recognise the features of different dance styles.

Prior Learning: perform a jazz square, communicate ideas, respond to feedback to improve performance, understand key features of a square dance and perform simple
phrases, incorporating a prop. Develop a good and bad character and portray these through dance, applying contrast. Tell a story through dance. Work collaboratively,

Vocabulary

Copy and follow a series of combined locomotor (walk, run, skip, hop, jump) and non-locomotor (bending, twisting, stretching, turning, pulling, pushing,
swaying) movements in a short sequence to music.

Watch professional line dancers and discuss the key features of the dance style. Identify and describe some of the key steps and
movements. Practise together as a group. Following a visual stimulus (video) on screen. Children work together collaboratively in groups of
4 and use the basic line dance steps to create their own routine.

Watch a short excerpt of a superhero film/ cartoon (Spiderman is a good one for this). Use the theme of the superhero as a stimulus for the
children’s work. Select one key Spiderman move (eg: the crouching jump). Children copy and perform the action to communicate the
theme. Analyse and discuss some of the other key moves and how these could be incorporated into a dance sequence. Analyse the make-
up of a hero figure. What traits need to be communicated? What atmosphere does the dance need to give? Communicate this in their
dance moves. Explore space in relation to dance — how can they create pathways to give the impression of Spiderman crossing the city?
Create a sequence that communicates a theme.

Watch a short example of professional parkour freerunners. Take care not to show extreme and dangerous high-level stunts. Analyse and
discuss some of the jumps made and what body positions are taken to achieve them. Discuss the core strength and dedication of these
performers. Select basic leaps and high energy jumps, (eg: distance bound; tuck jump) that can be safely performed with small apparatus,
such as benches and stools. Ask chn to practise their jumps and combine them in a high energy sequence.

Identify dynamics and formations in the Haka war dance (from visual stimulus). Discuss and understand the cultural significance of these
moves, designed to display the strength, pride and unity of a tribe, and what some of the moves represent, such as the wiri wiri hand
movement.

Analyse and contribute to discussion about a street dance performance. Identify some signature moves and explain what they think
about the performance. Use a follow-the-leader formation, learn and perform some basic moves and work together in small groups to
combine these into routines. Ask the chn to suggest their own music to accompany the routines and perform them to other groups.
Listen to and respond positively to feedback. Suggest ideas, motifs or themes that they have enjoyed in the work of other performers in
the group. Analyse the dynamics between the professional dancers. How do they show tension (body stretching) and relationships
(friendship/ rivalry) through their dance? Ask chn to emulate this and incorporate these moves within their own short street dance
sequences.

Locomotor, non-locomotor, line dance,
line dancer, line dancing, key steps, key
actions, collaborate, stimulus, theme,
superhero, jump, leap, bound,
signature move, communicate,
incorporate, trait, dance sequence,
perform, performance, space, spatial
awareness, pathways, trail, impression,
parkour, freerunner, freerunning,
stunt, position, distance, height, core
strength, dedication, training,
discipline, dynamics, Haka, war dance,
intimidate, strength, pride, courage,
unity, tribe, street dance, formation,
attitude, routine, combine,
demonstrate, feedback, critical,
positive, response, motif, professional,
emulate, tension, rivalry, comradeship




PHYSICAL EDUCATION

CURRICULUM
Striking and Fielding



Striking and Fielding

‘ Term: Reception Spring 1

Prior learning: foundations for PE (Nursery), Fundamental movement — gross motor control; balance

Unit of learning

Unit knowledge and skills: Hand-eye co-ordination, foot-eye co-ordination, anticipate where a moving object will
travel to and move to intercept it. Know how to manoeuvre an object around obstacles. Explore whether speed
affects accuracy, Know the sequence of movements to skip.

Vocabulary

Develop hand-eye co-ordination by using a large foam ball or beanbags to throw into a hoop/ onto a mat/ to a partner. Remind chn to
keep looking at where they want the object to land, not focus on the object itself. Try both ways — which works better?

Develop foot-eye co-ordination by kicking a soft ball onto a mat/ into a hoop/ to a partner’s feet. Consolidate their learning by looking
where they want the ball to go, not at the ball itself.

Anticipate an object’s path when thrown. Keep watch for the object from the moment it leaves the thrower’s hand until you catch it.
Anticipate where it will land and move into position. Practise with throwing and catching games in pairs and small groups or around a
circle.

Consolidate foot-eye control by moving an object, eg: a ball, bean bag or quoit between members of the circle in different ways, eg with
foot, with elbow, with a knee, with your nose. Control where the object goes. Explore how moving more slowly enables you to be more
accurate.

Develop control and co-ordination by controlling an object, eg a ball, bean bag etc through a simple obstacle course or around objects in
the room, using different ways of moving and different body parts, eg roll with your knee, nudge with your elbow, kick with your foot,

slide with your nose.

Learn to skip, making sure the rope is the right size for your height.

hand-eye, foot-eye, throw, kick, move,
push, catch, nudge, focus, look, watch,
concentrate, object, ball, bean bag, quoit,
path, travel go, land, position, practise,
hand, arm, elbow, leg, knee, foot, nose,
head, control, obstacle, obstacle course




Striking and Fielding

Term: KS1 Spring 1

Prior learning: Hand-eye co-ordination, foot-eye co-ordination, anticipate where a moving object will travel to and move to intercept it. Know how to manoeuvre an

object around obstacles. Explore whether speed affects accuracy, Know the sequence of movements to skip.

Unit of learning

Unit knowledge and skills: control the ball, sustain a bounce on a bat, rules of rounders, catch and return a ball,
batting and fielding, team strategy, underarm throw technique, score points, play as part of a team, play penalty-
scoring games, play against others.

Vocabulary

Work with a partner to develop increased control when using throwing and rolling skills. Consolidate learning from Reception curriculum
on hand-eye and foot-eye co-ordination. Throw different objects (mid-size soft ball, bean bag, quoit etc) to a partner, increasing the
distance when accurate 4 times out of 5. Repeat with rolling a ball between partners.

Learn to self-feed a ball and hit it on the bat, up in the air, keeping a steady rhythm. Understand the need to start with a small hit and
maintain control, before moving onto a slightly higher hit, keeping hand-eye co-ordination to control the ball on the bat.

Learn the basic rules of rounders. Understand the bases and rules for scoring runs. Recognise turn-taking and work as a team. Practise in
both bowling/ fielding and batting positions. In fielding, practise catching and returning a ball to a base in order to catch a runner out.
Learn to anticipate the runner’s position to aim for the best base. Recognise that part of a team strategy is to prevent the opposing side
from scoring runs and to do this, the team needs to work together. Work together to stop opposing players scoring runs. Which base is
best to aim for? Who is the most accurate thrower? What is the fastest way to get the ball from A to B? In batting positions, ensure they
are paying attention to the position of team-mates, not to run them out and try to work together to score runs for the team.

Hit with bats. Use an underarm throw. Play as part of a team. Run to ‘safety’ at a base. Move in line to stop a ball

Set up a penalty goal scoring game. Learn that the ball needs to travel in a straight line and that there are better ways to kick it to
control it with your foot. Learn to accurately kick a ball into the goal on repeated occasions to a degree of accuracy. Extend to kicking a
ball to score points and play against other players/ teams to accumulate the most points.

Control, throw, throwing, roll, rolling,
hand-eye, foot-eye co-ordination,
accurate, accuracy, self-feed, steady
rhythm, increase, decrease, rounders,
base, batter, field, fielding, fielder,
backstop, catch, stump, catch out, runs,
score a run, run out, team, team tactics,
team strategy, collaborate, co-operate,
work together, opposing, opponent, side,
player, score, scoring, points, against,
safety, in line, underarm throw, penalty,
kick, kicking, shoot, win, accumulate




Striking and Fielding

‘ Term: LKS2 Spring 1

Prior learning: control the ball, sustain a bounce on a bat, rules of rounders, catch and return a ball, batting and fielding, team strategy, underarm throw technique, score

points, play as part of a team, play penalty-scoring games, play against others.

Unit of learning

Unit knowledge and skills: Underarm bowling; overarm bowling; collect and return a ball; correct bat handling;
direct a hit in order to score; know the rules of bowling in rounders; know the role of the backstop; develop some
strategic thinking in playing a game; know full and half rounders and when each is scored; batting stance in
cricket; forward drive stroke; pull shot

Vocabulary

Consolidate KS1 learning on the fundamental rules of rounders. Use the correct terminology. Watch a short excerpt of underarm
bowling and practise this skill, feeding a ball to a partner, back and forth. Set at enough distance to avoid being hit and ask the partner
to collect and return the moving ball with control —ie before the ball passes them.

Build on the concept of scoring rounders. Y4s understand how to direct a hit in order to score full rounders (runs). Practise through a
game of rounders, played to full rules. Fielding teams learn strategies to stop, collect and return a bouncing ball.

Set up a game of Rounders

Consolidate with the children what they learned in KS1 and what the rules of the game are. Teach children to hold the bat correctly and
practise using their dominant hand to hit the ball one-handed. Practise this skill until they can hit one-handed with consistent accuracy.
Use under-arm bowling and explain the rules of bowling, ie: The bowler must bowl a ball towards the batter so that:

e itis thrown with a smooth underarm action

e the ball arrives without bouncing and within the batter’s square

e the ball is above the batter's knee, below the batter's head, and not at the batter's body

e the bowler's feet are inside the bowler's square when the ball is bowled

otherwise a 'no-ball' is called.

Use strategy as a fielder to select the best base to get an opposing player out. Teach the importance of the backstop and what their role
is in the game.

A batter can attempt to hit a no-ball and can run on a no-ball, if desired whether the ball is hit or not, but cannot return once first
base is reached. If two consecutive no-balls are bowled to the same batter, the batter scores a half-rounder. A full rounder is when a
batter hits the ball (or is bowled a no-ball) and runs unimpeded to fourth base. A batter must make sure they run at speed to avoid
being stumped. Each player on a fielding team should practise in the role of backstop and understand their importance to the team.
Children must accurately use the rounders scoring system and keep score correctly for their own team. Pupils at Y4 must know the
difference in scoring a full and a half rounder and be able to articulate the rules of the game.

Repeat the sequence to learn a bowling technique with overarm bowling. Ask pupils to note the difference. Which travels further?
Which is harder to control? Practise this skill in pairs again, with the non-bowling partner collecting and returning the moving ball before
switching roles. Select a bowling style which best suits them individually and at which they can bowl time after time with accuracy and
consistency.

Bowling, bowling style, bowler, batter,
fielder, backstop, underarm, overarm
bowl, distance, stumped, feed the ball,
moving ball, score, scoring, no ball, full
rounder, half rounder, fielding, batting,
dominant hand, one-handed, collect and
return, at speed, rules, pitch, positions,
balls of the feet, swing, bat, hinge, forward
drive, wicket, wicket, wicket keeper, run,
delivery, stumps, stump out, catch,
intercept, bounce, pull shot, swing, front
foot, back foot.




Set up a game of Cricket:

Explain that, although somewhat similar, in that they run to score, they play with a bat, are on opposing teams and have to use fielding
skills to return a ball to a ‘base’ (stumps) to get a player out, cricket is not played in the same way as rounders. Explain that learning the
game begins with bowling and in cricket, an overarm bowling style is used to send the ball a greater distance.

Learn the batting stance: Show the children correct foot placement for effective batting, which is:
Stand sideways on.
Feet comfortably apart.
Weight on the balls of the feet.
Head still, eyes level, facing the bowler.
Swing the bat straight back over the stumps in line with the shoulders.
Use the top hand to control the bat and the lower hand acts as a hinge.

Practise a forward drive into space. Learn what the role of the wicket keeper is, ie: the player on the fielding side who stands behind the
wicket, ready to stop deliveries that pass the batsman, take a catch, stump the batsman out or run out the batsman.

Y4: Practise fielding techniques that include catching a bouncing ball and catching / intercepting a ball one-handed.

In a game of cricket, bowl overarm from a stationary position, anticipate when to run, based on the speed of delivery and know that
the batter can run as soon as the ball is hit. Try a pull shot, ie: when a ball is bowled between the chest and waist of the batsman, a
pull shot sees the batsman facing the bowler chest-on, swinging back the bat at waist height, moving the head, shoulders and back
foot back and across.




Striking and Fielding

‘ Term: UKS2 Spring 1

Prior learning: Underarm bowling; overarm bowling; collect and return a ball; correct bat handling; direct a hit in order to score; know the rules of bowling in rounders;
know the role of the backstop; develop some strategic thinking in playing a game; know full and half rounders and when each is scored; batting stance in cricket; forward

drive stroke; pull shot

Unit of learning

Unit knowledge and skills: Accurate throwing and catching to a partner; develop strategy in pairs; deep and close
fielding; understand the layout of a rounders and a cricket pitch and know the names and positions of the players;
develop greater team strategy; know how to bowl a fast ball; recognise and develop tactical play

Vocabulary

Paired work: Practise throwing and catching in pairs accurately over a short distance, so that in 20 throws, every throw is accurate and
every ball is caught. Each partner in the pair to support their team-mate in developing strategy and understanding where is the best
place to aim and what is the best position to receive the ball. When confident with this and accurate all of the time, practise the same
skills with a ball thrown and caught at a greater distance. Explain that these are the fundamental skills of fielding in both rounders and
cricket and have to be secure. Demonstrate how to throw and catch a high ball over a distance and work with pairs to explain the best
underarm and overarm technique for throwing as well as the best tracking and catching stances. When accurate, move onto paired
work fielding a ball that is thrown or hit a long distance, communicating with each other, so that each knows where to stand to intercept
and return the ball as efficiently as possible, ie: one partner at a distance (deep fielding), one closer to the pitch (close fielding), collect
and return the ball as quickly as possible by anticipating where it will go, who will get it and where they will pass it next.

Rounders:

In the classroom, study the layout of a rounders pitch. Understand how to set up the pitch and where each of the bases should be.
Recognise where to play in different roles within a team, how this position supports their team-mates and works within the team as a
whole.

In the field, set out a standard pitch. Model the correct position to stand and move in to catch out a player or stump out a player. Know
the backwards hit rule and practise playing this strike within a scoring round in both batting and fielding positions. Explain how
important it is that players have the chance to play in all roles to understand their individual strengths. In a bowling position, explore
bowling a fast ball and analyse the impact this has on the batter and the game. As a batter, recognise the need for tactical play and
team spirit, to avoid running out a team-mate.

Cricket:

In the classroom, study the basic layout of a cricket pitch. Understand how to set up the pitch and where the wickets, wicket keeper,
bowler are situated. Know where the batting and bowling crease is, the position of the gully and the slips. Recognise where to play on
the pitch for each of their batting and fielding positions within a game. In a batting position, learn how to use the 3 calls ‘Yes’, ‘No’ or
‘Wait’ to call for runs, according to the position of the ball and bowler and to work with a partner to ensure the maximum number of
runs can be scored without being run out. Learn to play a forward defensive shot to block the ball, with the bat positioned perpendicular
to the ground and a bent front knee. Learn to place an on and off drive to either side of the pitch. In a fielding position, learn the role of
wicket keeper and play within that position. Move on from an overarm bowl from a stationary position to attempt bowling a ball with a
run-up. Know and recognise the position of the fielding positions for slip, short-leg and cover fielding. Know how to bowl a ball short
as a tactic against the batting team.

Accurate, accuracy, strategy, tactic,
tactical, team-mate, team spirit, co-
operation, collaboration, close, distance
fielding, catching, tracking, interception,
intercepting, technique, stance, position,
communicate, efficient, efficiency,
anticipate, paired, pairs, roles, layout,
pitch, standard pitch, bases, deep fielding,
close fielding, wicket, wicket-keeper,
bowler, bowling crease, overarm, batter,
batting (popping)crease, gully, slips,
recognise, understand, shots, calls for
runs, run-up, runs, run out, forward
defensive shot, block, position,
perpendicular, on drive, off drive, slip,
short-leg, cover, short ball




PHYSICAL EDUCATION
CURRICULUM

Invasion Games




Prior Learning: Fundamental movement: negotiate space, move energetically, work co-operatively with others, try new activities, take turns

Unit knowledge and skills: aim for a target with some accuracy, know the vocabulary for objects; know the verbs
to describe movement in their lessons; move in different ways, eg: push, kick, dribble; learn to skip

Vocabulary

Use a ball or quoit to throw into a hoop/ onto a mat/ to a partner. Repeat until some accuracy is achieved.
Repeat the activity with kicking, batting, rolling a large ball etc.

Mark out a course with cones.

Practise moving a large ball with control between the cones by carrying initially to ensure gross motor control, then rolling, dribbling etc.

Move cones closer together or add cones to add challenge.

Complete a range of hand-eye and foot-eye activities, eg: kick a bean bag into a hoop; throw a bean bag at a cone; throw a javelin
through a hoop; catch with a basket; bounce a ball against a wall etc.

Move an object (eg bean bag, tennis ball) from one hand to the other, then toss an object underarm and catch one-handed, then with 2
objects (one in each hand) at alternative times.

Manoeuvre self around room, stepping over a range of obstacles at different heights and distances.

Skip with a rope at different paces and for different time periods.

Ball, beanbag, hoop, quoit, javelin, throw,
toss, aim, kick, hit, bat, roll, push, control,
carry, dribble, step, move, bounce, skip,
one-handed, two-handed, object,
obstacle, speed, time




Invasion Games

‘ Term: KS1 Spring 2

Prior learning: aim for a target with some accuracy, know the vocabulary for objects; know the verbs to describe movement in their lessons; move in different ways, eg:

push, kick, dribble; learn to skip

Unit of learning

Unit knowledge and skills: Accurate throwing; Aim for a target with accuracy; dribble, pass, shoot for a goal; pass
and move; intercept a ball in a game of hockey; defend a goal; know the basics of hockey and play a simple game
in teams; play in an attacking and a defensive position; control a ball, pass in different ways

Vocabulary

Use a tennis ball to throw through a hoop held by a partner, into a bucket or an upturned cone. Keep a count of how many reach their
target out of 5 or 10 throws. Repeat, taking turns with a partner, to improve their own score.

Use a tennis ball and work in pairs to throw to a partner. Ensure they aim for the middle of the body and their throw is appropriate for
the distance to be covered. Explain that these are important skills for games like cricket, rounders etc that they have learned to play.
Check their accuracy of throw with their partner giving them a score out of 5 for how easy the ball was to catch. Swap roles. Begin very
close and learn to adapt the throw as the distance between partners increases.

Extend to a game of Piggy in the Middle. Explain that this time, as well as the skill of throwing accurately to a partner, the middle person
has the job of trying to intercept and catch the ball, without losing control of it. Throw a variety of PE equipment — bean bag, quoit,
javelin.

Explain how to play a game with a tennis ball against a wall. Explain that the aim of this game is to bounce the ball on the wall and catch
it, so it requires the same skill as before; strength of throw needs to be appropriate; catching skills — keeping their eye on the ball; hands
ready to catch — need to be used. Once the children are able to do this accurately, extend to bouncing the ball on the floor and the wall,
then catch it. Y2: Control a ball. Bounce the ball to send it: Extend to bounce-passing the tennis ball between partners.

Hockey:
Introduce a simple version of hockey. Practise using the flat side of the hockey stick to send a soft ball to a target (eg between 2 cones or

a net goal). Introduce the idea of defence in the game —someone’s job is to prevent the player scoring a goal. Explain the rules for this —
intercept the ball with the inside of a foot or their own stick. Stop, control it and and send it away from the goal. Children work in
teams, attempting to score a penalty goal, with each team member acting as goal-keeper in turn.

Work in pairs to complete an attacking and defending drill, ie: The children are on opposing sides and begin equi-distant from a central
goal. The player who starts with the ball has to dribble it around the cone and then try to score a goal (between 2 cones). At the same
time, the opposing player is also running around the cone, attempting to intercept the ball.

Establish 2 teams and explain simple rules of the game of hockey, ie: Teams must move a hockey ball around a field by hitting it with a
hockey stick towards the rival team's shooting circle and then into the goal. The match is won by the team that scores the most goals.
Explain the skills that the children will need to demonstrate are: communication between team-mates; only use the flat side of the stick,
dribbling the ball, bounce the ball and begin to dribble; pass and move — support the children in understanding this crucial skill in
team sports.

Compete in a simple hockey tournament with other classes.

Throw, target, improve performance,
appropriate, distance, accurate, accuracy,
throw, catch, intercept, equipment, quoit,
javelin, bounce, control, bounce pass,
hockey, hockey stick, goal, defence,
defend, goal-keeper, score, penalty, stop
and control, cones, partner, partner skills,
opponent, opposing team, prevent, target,
drill, central, dribble, hit, strike, shooting
circle, pitch, communicate,
communication, pass and move,
tournament




Unit knowledge and skills: tactics for attack and defence; communication within the team; offensive and
defensive positioning on the field (hockey), marking, different passing techniques over short and longer distances;
basic rules of handball; obstructing an opponent; handgrip (handball); passing; foot control (football); controlling
the ball; dribbling, tackling, marking; defensive strategies

Prior learning: Accurate throwing; Aim for a target with accuracy; dribble, pass, shoot for a goal; pass and move; intercept a ball in a game of hockey; defend a goal;
know the basics of hockey and play a simple game in teams; play in an attacking and a defensive position; control a ball, pass in different ways

Vocabulary

Hockey:
In the classroom: Revisit the attacking strategy of hockey and learn the skill of finding a space for the ball and positioning themselves as

players to receive the ball to keep the game flowing to their advantage. Explore the tactics for attack or offense, namely, to keep the ball
closely under the stick (close control); keeping in constant motion with or without the ball and creating space for team-mates to pass
and advance the game. Recap the ‘pass and move’ strategy and the skill of dribbling with the ball at close control to avoid it being taken
by an opponent.

On the field: Practise drills, dribbling and passing between each other in pairs. Within a group or smaller team, extend within game play
and learn how to build an attack as a team. Practise communication between partners and team mates to support positioning on the
field, how to dribble effectively to move the ball and create space for the ball to be passed between team-mates. Practise the flick shot,
keeping the stick close to the ground and near the body. Bring the stick back in a controlled way, then quickly push it forwards, striking
with the flat of the stick. Practise shooting from close range to ensure accuracy of the shot in scoring a goal. Practise moving the ball
closely to the stick and then passing over longer distances between partners.

In the classroom: Explain and practise defensive positioning, ie: the defending player’s main role is to stop the attack, regain possession
of the ball and pass the ball to a team member to begin an attack. Introduce marking an opponent and explain the concept of 2v1 to
take control of the ball. Examine the layout of the hockey pitch and explain the concept of long corners, ie: when the ball is passed from
the defensive to the offensive side. This is done either as a way of creating a chance for scoring or if the goal area is under pressure. It is
usually a shot by the goal-keeper to a player who has a chance of scoring. Introduce goal-side marking, where defensive players are
remaining goal-side to intercept balls and block shots. Explain the self-pass rule, where a player taking a free hit after a foul can
effectively play to themselves to keep the ball moving and channelling the opposition, meaning forcing an opponent to take the ball
from the player’s forehand.

On the field: Practise drills, applying the rules of hockey to try and move the ball forward in their own direction by dribbling it around a
cone with an opponent attempting to invade and take the ball. Apply the skills learnt in short games, practising the attacking and
defending shots and tactics, communicating between team-players to create space, take long and short passes and attempt to score
from the striking circle.

Handball:

In the classroom: Explain the basic rules of the game, ie: Seven players on each team compete by passing a ball using their hands, with
the aim of throwing the ball into the other team's goal. Players cannot make contact with the ball below the knee. Players cannot dive
on the floor to regain a loose ball. A player is allowed to use the torso of the body to obstruct an opponent with or without the ball. A

player cannot outstretch arms or legs to obstruct, push, hold, trip or hit. Model how to move correctly with the ball (no more than 3

Hockey, attack, offense, position, space,
make space for the ball, control, close
control, pass and move, constant motion,
strategy, tactics, dribble, pass, flick, flick
shot, shoot, accurate, accuracy, defence,
defensive, opponent, skills, communicate,
communication, build an attack, effective,
effectively, possess, take possession,
regain possession, marking, 2versusl
marking, long corner, goal-side marking,
block, blocking, self-pass, free hit, foul,
channel, channelling, forehand, backhand,
drills, invade, striking circle, Handball,
passing, obstruct, torso, handgrip,
fingertips, attacking formation, left wing,
right wing, pivot, centre, left back, right
back, catch-ready, game play, protecting
the ball, basic shooting, strokes,
overhand, side arm, underhand, turn on
the move, interceptor, 3-man weave; 7
metre throw, Football, inside foot, outside
foot, trap, trapping the ball, redirect,
defensive tackling, front of player
marking, goal-side marking




steps) and effective handgrip: fingers apart, hand on the ball, press into the ball with the tips of fingers. Learn the attacking formation of
2 wings — left and right, a pivot, centre, left and right back positions and where these play on the court. (use model diagram). Model the

catch-ready position, which is to stand with feet shoulder width apart, on the balls of the feet, facing the direction of the ball. Extend the
elbows so that the arms are out at waist height and elbows slightly flexed. As the ball is coming towards you, begin to move towards the
ball. Physical contact with the player who has the ball should be avoided.

On the field: Set up a game and apply the rules taught in the classroom to play a game. When players are confident in their positions
and moving the ball between team-mates, introduce the more sophisticated game-play to the Y4 (or most able) pupils through drills:
* Protecting the ball
The player with possession makes attack motions to avoid an opponent from taking the ball
* Basic shooting
Any shot in the game can be taken by using the three basic strokes, ie. overhand can be used for a ball arriving above shoulder height,
side arm for a ball arriving at waist level and low side-arm or underhand for a ball below knee height.
* Turn on the move
Changing direction while in possession of the ball to evade interceptors or move the ball to a team-mate
* 3-man weave
Players in trios run and pass the ball between them, with the extra player running to space to catch and move on the ball across the
court.
* 7m throw
A 7-meter throw is awarded when a clear chance of scoring is illegally blocked anywhere on the court by a player from
the opposing team. The 7-meter throw is to be taken as a shot on goal, within 3 seconds after a whistle from the referee. When
a 7-meter throw is being executed, the teammates of the thrower must position themselves outside the free-throw line, and remain
there until the ball has left the thrower’s hand.

Football

Practise drills, dribbling the ball up and down and also between cones for dexterity. Model how to use both inside and outside of the
foot to move the ball with control and allow practise of this skill in drills. Model how to trap the ball, ie: use feet, chest, or thighs to bring
the football to the ground and keep possession. This can include redirecting the ball in a controlled manner or stopping the ball
completely. Practise this skill until children are confident and proficient. When all pupils have mastered these skills, extend learning for
Year 4 (or more able) learners to:

*Dribbling in different directions

*Defensive tackling, ie: intercepting and taking the ball from an opponent who is running with the ball.

*a) Front of player and b) goal-side marking, ie: when a player starts in front of his opponent and moves to ensure the line of pass to
the opponent is blocked, removing the threat of that player; when a player gets themselves in between the goal and the opponent to
prevent scoring or intercept the ball.




Invasion Games

‘ Term: UKS2 Spring 2

Prior learning: tactics for attack and defence; communication within the team; offensive and defensive positioning on the field (hockey), marking, different passing
techniques over short and longer distances; basic rules of handball; obstructing an opponent; handgrip (handball); passing; foot control (football); controlling the ball;

dribbling, tackling, marking; defensive strategies

Unit of learning

Unit knowledge and skills: A range of passes in handball, netball, football and tag rugby; using marking and
dodging to evade interception of the ball; Increasing confidence in applying different skills to each game; setting
up a shot for another player; playing in attack and defence to understand tactics; create space; team tactics.

Vocabulary

In all invasion games during this unit, children will be applying the skills of dribbling and shooting and apply the correct skills learnt in
LKS2 to each game with which they are familiar. In Y6, children must show understanding of why the player with the ball needs to
keep moving and passing to team-mates.

Handball:

In the classroom, teach the disciplinary knowledge, using short video clips where appropriate. Building on knowledge from LKS2, explain
closing angles, which is where the goal-keeper makes themselves as large as possible to fill the goal space and make accurate shots into
the goal more difficult, and model pivot to pass, which is where attacking players use the pivot position to move quickly between
defenders to score. For Y6 pupils, more sophisticated game-play, such as screening (a blocking move when marking), organisation of
players around the scoring zone (sometimes called the D). Only the goal-keeper is allowed inside the D, so defensive players need a
strategic approach to how they defend their territory. Watch short clips of professional players and analyse the ways in which they
dribble with precision to move the ball around the court at speed to avoid interception, and how players make best use of and create
spaces as they play.

On the court:

Demonstrate to the children how to perform a jump shot, ie: the player scoring throws the ball downwards with as much power and
speed as they can into the opponent’s goal. The momentum makes it hard for the goal-keeper to intercept the ball. Practise this in
teams, switching between offensive and defensive positions, to experience both sides of the shot. Practise the pivot to pass manoeuvre,
enabling scoring with rapid passing and use of the pivot position to move between defenders at right, left and centre back.

Play short games, applying the rules and practising their strategy to improve individual and team performance.

Football:

In the classroom, examine the skill of covering the defender, which is providing support to a team-mate facing an opposing player.
Learn how a team can deny space to an opponent by reducing the opportunities for them to progress up the field unopposed. This
requires good communication between team-mates and strategic thinking on the pitch. Examine the play of professionals performing
close control with knee and chest, as well as with feet to maintain possession of the ball and discuss with the children how this helps a
successful team.

On the field:
Demonstrate skills such as turning with the ball, running with the ball and step over (where the player slides a foot over the ball without
moving it to distract an opponent). Children practise in drills as warm-ups or before playing a match. Model and discuss how to keep
possession of the ball through tactics, such as:

- Play the ball fast, when the situation requires it.

Closing angles, pivot, screening, marking,
defending, scoring zone, precise,
precision, jump-shot, retrieve, collect,
intercept, manoeuvre, momentum, rapid,
covering the defender, deny space,
minimise, reduce, close control, possess,
possession, maintain possession, step
over, penalty, penalty shot, shoulder pass,
bounce pass, chest pass, 2-handed
shooting, protect the ball, physical
contact, dodge, double dodge, sidestep,
tag rugby, tag, tagger, try, try line, pass,
free pass, ball carrier, pitch, magic
diamond, formation, position, evade,
evasion, retrieve, drill, influence




- Play the ball slow or keep it, when the situation requires it.

- Move to the empty spaces.

- Keep the ball as close as possible to make the opposing football team run.

- Keep your head up to know what to do before the ball comes to you.
With Y6 players, practise drills in penalty shooting to improve individual skill and accuracy and swap roles to undertake the role of goal-
keeper, to explore the penalty shot from both perspectives. In a game on the pitch, apply the skills discussed in the classroom. Explore
the need to feed the ball to a team-mate to set up a shot at goal and learn how important this player skill is to a whole team effort on
the pitch.

Netball:

In the classroom:

Revisit prior learning on the basic tactics of netball and extend these by demonstrating the layout of the netball court and where the
positions play within the thirds on the court. Reiterate the rules of not moving with the ball, apart from the one foot and the pivot to
pass to another team member to move the ball across the court. Remind the children that they can only possess the ball for 3 seconds.
A player in possession of the ball may not drag or slide the landing foot; hop on either foot; or jump from both feet and land on both feet
unless the ball has been released before landing. The Sanction for Footwork is a Free Pass to the opposing team at the spot on the court
where the infringement occurred.

On the court:

Demonstrate the different types of pass — shoulder pass, bounce pass and chest pass. Children to practise these separately and within a
game to recognise how to use these passes to best move the ball around the court. Model how to use two-handed shooting

effectively to score. Practise 1:1 marking and explain that no physical contact must take place between players at any time.
Demonstrate how to protect the ball by making a basket shape around the ball with hands (not touching it) or by leaning to one side
with the ball held at height for up to 3 seconds before a 2-footed jump to move the ball on. With Y6 pupils, practise an effective bounce
pass between players (ie bounce the ball about 2/3 of the way towards the team-mate who is to catch it) and dodging skills, such as
single and double dodges, mimicking passing one way once, then throwing in the opposite direction, or mimicking passing in two
directions before throwing in the original direction.

Tag Rugby:
In the classroom:

Explain the basic rules of the game or watch an introductory video: Tag rugby is a non-contact version of rugby, in which each player
wears a special belt that has two tags attached to it. Instead of being tackled, a player carrying the ball can be ‘tagged’ by having a tag
removed from their belt by a member of the opposition. The ball can only be passed backwards when making a pass. The aim is to score
a try by placing the ball behind the opponents’ goal line. A try is worth one point. For safety reasons, players should be encouraged to
‘run at spaces, not faces’ when attacking; when defending, they should not stand directly face-on to an opponent. A player must not
dive over the line to ground the ball. The player must ground the ball with downward pressure, so, if the player drops the ball over the
line, the try is not given. If this happens, it is called a ‘knock-on’ and the opposing team receives a free pass. A 'tag' is the removal of one
of the two tags from the ball carrier’s belt. Only the ball carrier can be tagged. The ball carrier can run and dodge potential taggers but
cannot fend them off using their hands or the ball, and cannot guard or shield their tags in any way. Players must always have two tags
fixed to their belt whilst taking part in the game. If a player has one or both tags missing, and they become the ball carrier or tag an
opponent, then a free pass will immediately be awarded against them. Each game is of 10 mins duration one way. Examine the layout of




the tag rugby pitch and show the Y6 pupils the magic diamond formation. Explain how this is used to quickly pass between players and
move the ball up the pitch. Explain that the ball can only be passed backwards or on a level but never forwards.

On the field:

Demonstrate and give the children opportunities to practise how to hold the ball in the correct position; how to pick up and run with the
ball and how to evade taggers. Set up 2 cones, approximately 3m apart and practise using the sidestepping motion which is commonly
used to pass defenders. Explain the importance of keeping possession of the ball by passing between team-mates as the team moves
towards their try line. With Y6 pupils, explain how to tag opponents effectively, ie: When the ball carrier is tagged, the ball must be
passed to a team-mate within three seconds (including stopping time). The ball carrier should try to stop as soon as possible - within
three strides — but the ball can be passed in the act of stopping. Players are, however, only allowed one step to score a try after being
tagged. After the ball has been passed, the player must go to the tagger, retrieve their tag and place it back on their belt before rejoining
play. If the player continues to play and influences the game without first collecting and re-fixing their tag, a free pass awarded against
them at the place where this happened. Encourage the children to explore different ways to move the ball as quickly as possible, by
passing between team-mates using different formations and passing into a space for a team-mate to intercept the ball. Y6s develop
understanding through practice of when to run and when to pass to a space to keep possession of the ball. In order to set play to
attack, the most important skill is in keeping moving forwards, ie players need to attack space and not to run directly at the defenders.
Ball carriers are encouraged to run at space. Because it is difficult to grab the tags there is a high success rate for ball carriers breaching
the line of defenders. Practise running drills and playing games to play defensively, ie to reduce the amount of space for passing that
their opponents have. This puts them under pressure and increases the chances of getting and maintaining possession of the ball or
taking a tag from the ball carrier.




PHYSICAL EDUCATION

CURRICULUM
Athletics




Athletics

‘ Term: Reception Summer 1

Prior learning: Fundamental movement: rolling, walking, running and skipping, crawling, jumping, hopping and climbing; combine different movements with ease and

fluency; develop an overall body strength, coordination, balance and agility

Unit of learning

Unit knowledge and skills: develop agility; follow simple instructions, take turns and follow rules in games; complete
shuttle-runs; strengthen core; know the sequence of actions in a distance jump.

Vocabulary

Practise a range of exercises, such as circling a hoop, ladder drills and shuttle runs to increase agility. Incorporate these into travelling
games, eg: collect all the yellow cones, then all the blue cones.

Recognise and follow simple instructions, eg: make a line looking at me; pick up the yellow beanbags. Continue to improve core strength
by maintaining shapes and balances requiring body strength, eg: balance on one leg; one leg and one hand.

Participate in simple games, demonstrating an understanding of taking turns and following simple rules, eg: roll a ball back and forth to a
partner; send a car down a ramp in turns.

Participate in and develop awareness of short shuttle run activities, touching a cone at the turning point. Explore different starting and
stopping positions (sitting, crouching, standing etc). Demonstrate control over their movements and actions and awareness of others in
the space.

Strengthen core through practising crawling from one station to another, alternating between fast and slow movements.

Understand the starting, transferring and landing positions for a distance jump between cones, eg: ankles, knees, hips bend; eyes focus
forward; swing arms behind; straighten legs; leave ground; land on both feet together; knees, hips, ankles bend.

circle, ladder drill, shuttle runs, games,
team, co-operate, instructions, follow,
rules, turns, start, stop, position, space,
crawl, crawling, fast, slow, starting,
landing, land, ankles, knees, hips, eyes,
arms, legs, bend




Athletics

‘ Term: KS1 Summer 1

Prior learning: develop agility; follow simple instructions, take turns and follow rules in games; complete shuttle-runs; strengthen core; know the sequence of actions in

a distance jump.

Unit of learning

Unit knowledge and skills: Relay, team performance, handovers, emotional response control, breathing exercises, personal
best performance, agility manoeuvring obstacles, building power and speed, running, jumping and bounding, use a leading
arm to throw, improve accuracy when throwing

Vocabulary

In the classroom

Explain the concept of relays; what the aim is and how a team can best work together to perform effectively. Discuss the need for quick
bursts of running and how the children can use their arms to increase their power as they run. Explain the need for accurate passing and
also how to stop from running at speed.

With Year 2 pupils, discuss and explore the children’s emotional responses to challenges set which may intimidate or excite them and
explain that maintaining control of their emotions is key to consistently performing at their best. As an example, show a clip of Lionel
Messi maintaining total control when his opposing team almost scored a winning goal in the world cup final in 2022. This self-control
also helped him score the winning penalty kick for his team. Explore different breathing techniques the children can do to calm any
anxiety and help them stay in control, such as ‘hot chocolate breathing’, ‘rainbow breathing’ and ‘flower and candle’ breathing.
Encourage this before stressful situations to help the children to regulate.

On the field

Through shuttle runs and team relays, practise how to use their arms to power their run; how to start and run alongside the approaching
team member and then increase speed at handover and stop at speed and with accuracy, passing a ‘baton’ (ball, beanbag etc) to a
team-mate. Compete against other teams to practise these skills.

Experiment with running from different starting positions and analyse their own performance from these starts. Practise running and
jumping with 2 feet together, then move on to incorporate the run and jump sequence, taking off on 2 feet, eg for a long jump, using
their power run to improve momentum and help them jump further.

Practise bounding (drills to extend stride length and extend hips) to improve running technique, with drills such as: single leg hopping,
bunny jumps and jumping over obstacles. Perform agile movements in running between and around obstacles without touching them,
negotiating the space with increasing confidence. Increase stamina by extending the course length and the number of repetitions to
work for sustained periods of time. Y2 pupils must be aware of others when running in a space and improve their own dexterity in
negotiating obstacles and performing at speed. Y2s will also explore exercises to increase power in their legs, such as leg swing with
opposite arms, jogging with high knees and jump squats. Extend to timing the older pupils in performing a personal best and support
them in managing their emotions when performing under this pressure.

Model throwing techniques with the children. Demonstrate how to use a leading arm to guide their throw and help them to visualise
where they want their soft ball, bean bag or hurler to go. Experiment with and without and see the difference that it makes to take a
second to compose the throw before throwing. Build on work in the Autumn and Spring terms by throwing at a target, choosing
underarm or overarm throws for the best results. Y2 children experiment and select the best throw for different activities and try to
improve their own accuracy in throwing to a target or throwing over a distance.

Relay, perform, performance, increase,
power, powerful, emotion, emotional,
feelings, respond, response, pressure, self-
control, breathing, stress, calming,
personal best, PB, anxiety, professional,
regulate, shuttle run, handover, starting
positions, drills, run and jump, bounding,
obstacles, agile, obstacle, stamina, sustain,
technique, throw, target, aim, leading
arm, visualise, accuracy, improve




Athletics

‘ Term: LKS2 Summer 1

Prior learning: Relay, team performance, handovers, emotional response control, breathing exercises, personal best performance, agility manoeuvring obstacles,

building power and speed, running, jumping and bounding, use a leading arm to throw, improve accuracy when throwing

Unit of learning

Unit knowledge and skills: hop, skip and jump technique, launch from one foot for distance, different running paces for
different distances and events, sprint, relay, hurdle technique, how to use arms to support jumps, pull action, sling action,
javelin throws, aim at target, accurately record scores.

Vocabulary

In the classroom: (may be 3 separate sessions depending on the cohort)

Explain that ‘Athletics’ is a term covering a group of track and field events which includes a variety of sports. There are competitions
based on running, jumping and throwing in different ways. Use video to model to the children some of these disciplines, eg: sprinting,
hurdles, relay, triple and long jump. Explain to the children that one skill they need to learn is the ‘combination jump’, which is the hop,
skip and jump for a long jump called triple jump (because of this run-up action). Examine how this technique is used. Watch professional
athletes approaching hurdles and note the strong stride, leaning forward, leading leg over, back leg bent at the knee and foot turned
outward. Explain that there are differently paced running events and each one is a different skill: relay is a fast burst of speed over a
short distance, whereas distance running requires a controlled and steady pace to conserve energy for the distance.

On the field:

Practise the skills from the introduction on the field: approaching hurdles and differently-paced runs, over shorter and longer distances,
including accelerating over a short distance and baton exchanges in relay for Year 4 pupils. Set up a long jump and triple jump activity
and teach the children how to accurately take and record scores from each other. Practise this, taking turns at jumping and recording
each other’s distances. Discuss with the children how to launch from one foot in the long jump to increase their distances, ie: start from
a flat foot, stay upright, rather than leaning forward and swing arms forward and upwards.

In the classroom:

Explain that there are different kinds of throwing that form part of the athletics discipline and that they will focus on and become
experts in javelin throwing. Analyse two different techniques: pull action (revise the pull shot from Spring 1), where the non-throwing
arm leads and directs the throw in front of the body, then pulls back as the throw is made and the sling action, which is an overarm
throw where the thumb and index finger hold the javelin, with remaining fingers wrapped around it and palm facing upwards.

On the field:

Explain that the aim is to throw the javelin as far as they can and that to do this, it is best to throw in a straight line. Practise using the
pull shot initially, as this is familiar, and practise throwing and using their recording skills for each other in pairs to accurately record each
other’s throws. Introduce the sling action to Year 4 and practise this, before challenging the children to aim at a target and improve
their own performance in accurately hitting it or reducing the distance from where their throw lands and the target itself.

Athletics, athlete, track and field,
professional, discipline, combination jump,
hop, skip and jump, technique, long jump,
triple jump, relay, sprint, hurdles,
approach, stride, leading leg, distance,
conserve energy, pace, speed, control,
launch, accelerate, baton, exchange,
increase, scores, recording, accurate,
accuracy, pull shot, sling action, sling
throw, expert, javelin, overarm, thumb,
index finger, palm, direct, aim, target




Athletics

‘ Term: UKS2 Summer 1

Prior learning: Hop, skip and jump technique, launch from one foot for distance, different running paces for different distances and events, sprint, relay, hurdle

technique, how to use arms to support jumps, pull action, sling action, javelin throws, aim at target, accurately record scores.

Unit of learning

Unit knowledge and skills: pacing a race; starting techniques; steeplechase; running up; base, tempo, interval runs; STEP
principles; personal best; leading leg for hurdles; combination, standing jumps; posture in running; measure and record
distances; pull shot and sling action; push shot and W hold.

Vocabulary

In the classroom:

Revisit learning from LKS2 on different paces of running for different events. Explain the principles of pacing in race running, ie: start
slow; maintain a consistent pace; practise; finish strong. Recap why they should never start a run with a burst of speed and risk burn-
out. Practise the different running styles in preparation for longer distances, ie: base runs with a partner at a moderate pace; tempo
runs at a hard pace over a shorter distance; interval runs —a combination of short bursts of hard running followed by longer periods of
jogging. Look in detail at different sprinting start techniques, eg: crouch, two-foot push-off and maximum acceleration.

On the field:

Practise the different types of running pace over different distances to build stamina and resilience. Revisit the STEP principles with Y6
(striving towards excellence in performance) from Autumn 1 and explain that in learning to pace themselves for their own best
performance, they are competing against themselves first, before thinking about performing against anyone else. Recap the idea of
personal best and how this is crucial to all sports performers. Within this learning, explore the use of steeplechase running over
obstacles (eg a range of different sized hurdles, bench, small stool etc) and over differing distances, maintaining speed and agility.
Introduce the principles of the relay with a baton and practise passing to the next team-mate within a restricted area, while their team-
mate runs alongside (as practised in LKS2).

In the classroom:

Examine more closely the technique for running up to perform a long jump. Analyse the use of a leading leg in hurdles and discuss how
this can be done. Watch a short coaching video that demonstrates the hurdler’s use of the high knee and the drills that can be used over
a hurdle to embed this skill.

On the field:

Practise with the children on establishing a leading leg for hurdles. Complete the drills as demonstrated in the classroom to build
strength and confidence. Embed this with practise running over hurdles to improve their personal best in the first instance, and then in a
competitive activity.

Practise the run up to long jump and encourage children to experiment with the combination and standing jump techniques to
experience which best suits them as individual athletes. With Year 6 pupils, in preparing for the long jump, match the run-up number of
strides to age, so complete this in 11 strides. Practise establishing a rhythm to the run, lean in to run, but straighten posture for take-off,
establish a take-off foot and use arms to drive the jump forward. Consolidate prior learning on accurately measuring and recording with
recording of distances jumped, with pupils working in pairs and trios to collaborate. Collate scores and rank distances, working
collaboratively.

Revisit LKS2 learning on pull shot and sling action throws. Introduce a push throw using a large, soft ball and a flat target on the floor, eg
a hoop. Ask children to take 4 big strides away from the hoop, sit down and use both hands to push the ball to the target, aiming to
bounce the ball inside the hoop. Model the W hold with thumbs and forefingers, fingers facing forwards and elbows above hands.
Prepare to run on a leading leg

Pace, finish, running styles, base run,
tempo run, interval run, sprint start,
crouch, two-foot push-off, acceleration,
STEP (striving towards excellence in
performance), principles, personal best,
steeplechase, obstacle, baton, restricted
area, running up, long jump, leading leg,
hurdles, high knee, running rhythm,
posture, take-off foot, drive forward, rank,
push throw, W hold, leading leg.




Throughout this unit, give Y6 pupils the opportunity to take part in different events and ensure that they are playing by the rules of
each activity.
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Prior learning: foundations for PE (Nursery), Fundamental movement — gross motor control

Unit knowledge and skills: team work, follow instructions, maintain a high heart rate, travel in different ways, develop Vocabulary
patterns of jumping, complete obstacle courses

OAA group, teamwork, leader, single file,
Outdoor lessons that involve challenging, adventurous activities like orienteering, which aim to develop not only physical skills but also retrieve, heart-rate, sweat, breathing,
problem-solving, teamwork, and decision-making abilities trail, follow, pattern, decide, obstacle
course

Recognise the importance of team work when learning outdoors.

Follow instructions to work individually and as part of a group, eg: follow a leader; walk in single file, walk backwards, run between
points. Run and retrieve.

Take part in activities outdoors to maintain a high heartrate, eg: jog over a sustained distance; complete shuttle runs between points at
distance.

Travel in different ways — run, hop, skip - and follow defined trails. Work collaboratively to do this with a partner, eg: holding hands,
carrying a large ball or baton.

Respond to visual cues (pictures) of letters: Can you work together with a partner to make the letter p? The letter n etc? How did you do
it?

Using beanbags or cones as spots, develop patterns of jumping from one to another with a partner to form patterns

Develop team sports skills through completing a series of obstacle courses, requiring a combination of skills, eg, crawling, running,
jumping, aiming.




OAA

‘ Term: KS1 Summer 2

Prior learning: team work, follow instructions, maintain a high heart rate, travel in different ways, develop patterns of jumping, complete obstacle courses

Unit of learning

Unit knowledge and skills: understanding maps, their symbols and keys; developing understanding of how to complete a
given course as fast as possible; giving clear instructions; understand and use 4 compass points; following a given trail; move
through increasingly challenging obstacles using equipment; know and use speed stacking techniques; compose own speed
stacking sequences/patterns

Vocabulary

Orienteering 1
Explain the basic concept of orienteering: finding and visiting given points, using a map/planned route, as fast as possible. Model in a

contained space (MUGA, hall), discussing route options. Children then visit given sequence of objects identified by symbols. Give groups
different order to spread out. Vary order of visiting collection and consider effects. After practice, discuss routes taken and which were
most successful, i.e. fastest.

Orienteering 2

Input on 4 compass points. Set up drills where one partner gives instructions and the other moves, i.e. “Go north.” Increase number of
cones and number of instructions, i.e. “Move 1 east, 1 north then 2 west.” Follow instructions to travel in direction of 4 compass points,
ideally outdoors and properly oriented (use of blindfold). Create a short course for another team/partner to follow, placing objects
relative to each other using the 4 compass points.

Orienteering 3

Model use of map to visit points in correct sequence. Children follow a simple map (including a key) and instructions to complete a basic
orienteering course around a given space. Practice then introduce a timed/competitive element.

Obstacle Courses

Present different obstacles and discuss solo and paired strategies to tackle them. Experiment with different paired and individual
strategies to best complete a given obstacle course then increase physical challenge of course. Encourage use of equipment as
appropriate, e.g. holding a skipping rope so partner can drag other partner under a cargo net.

Speed Stacking (Cups) 1

Input on basic speed stacking. Learn and practice the 3-3-3 and 3-6-3 sequences for cup stacking (additionally ‘The Cycle’).

Speed Stacking (Cups) 2

Practice the 3-3-3 and 3-6-3 sequences for cup stacking (additionally ‘The Cycle’). In pairs/groups, develop their own
sequences/patterns by using and adapting taught speed-stacking techniques. Groups perform and audience offer evaluation. Groups
develop their sequence/performance based on feedback.

orienteering, map, symbol, key, point (as
in, point on a map) sequence, pattern,
compass points, north, south, east, west,
trail, route, speed stack, arrangement,
pattern




OAA

‘ Term: LKS2 Summer 2

Prior learning: understanding maps, their symbols and keys; developing understanding of how to complete a given course as fast as possible; giving clear instructions;
understand and use 4 compass points; following a given trail; move through increasingly challenging obstacles using equipment; know and use speed stacking

techniques; compose own speed stacking sequences/patterns

Unit of learning

Unit knowledge and skills: know and use simple non-verbal communication; know and use 8 compass points; orient a map
to navigate; plan a route; use a compass to orient maps and navigate; travel efficiently (quickly) between points; evaluate
success to improve subsequent performance

Vocabulary

Orienteering 1

Revise basic concept of orienteering: finding and visiting given points, using a map/planned route, as fast as possible. Model in a
contained space (MUGA, hall), discussing route options. Children then visit given sequence of points, following a map. Give groups
different order to spread out.

Orienteering 2

Input on 8 compass points. Set up drills where one partner gives instructions and the other moves, i.e. set up 16 cones in 4 rows of 4.
“Move 1 east, 1 north-east then 2 south-west.” Follow instructions to travel in direction of 8 compass points.

Introduce the idea of gestures to replace verbal communication, e.g. pointing for compass directions instead of verbal commands.
Develop this into a game where 1 partner has a ‘map’ with some cones removed from the 16-cone grid. They instruct their partner to
move and then leave or pick up cones, leaving the given layout of cones at the end. Repeat to develop speed/strategies. Vary layout of
missing cones and challenge pairs to complete the task non-verbally.

Orienteering 3-4

Model orienting a map then using it to visit points in correct sequence. Children follow a simple map and instructions to complete a
basic orienteering course around a given space. Give compass points in instructions for children to navigate by. Practice then introduce
a timed/competitive element.

Orienteering 5

As a class, evaluate previous lessons. What areas of performance could be improved: route planning, map skills, compass skills and/or
pace? Discuss possible strategies to improve performance. Repeat previous orienteering courses, trying out strategies to improve
performance. Once achieved, expand the course by area and/or number of points to visit.

KS1 vocabulary, plus:

orienteering; orient, compass, north-east,
north-west, south-east, south-west,
navigate, evaluate, performance (as in
improve your performance), gesture,
signal




OAA

‘ Term: UKS2 Summer 2

Prior learning: know and use simple non-verbal communication; know and use 8 compass points; orient a map to navigate; plan a route; use a compass to orient maps

and navigate; travel efficiently (quickly) between points; evaluate success to improve subsequent performance

Unit of learning

Unit knowledge and skills: orient a map and use it to navigate a route, with or without a compass; recognise own physical
capacity and respond accordingly to maximise performance safely; know simple Morse code; know how and when to tie a
reef knot; know how to form a pyramid balance; work in a group to construct and hold a pyramid balance; know what
makes a game successful (enjoyment, rules, participation); develop an enjoyable game through creating and refining
rules;

Vocabulary

Orienteering 1
Revise LKS2 orienteering skills: map use, compass use and efficient route planning. Practice on a given course. Evaluate performance as a

group and discuss strategies to improve.

Orienteering 2

Introduce the concept of capacity- how hard your body is working. Identify times to increase effort, like travelling between points, and
decrease physical effort, like when arriving at a point. Explain the value of quick breaks in an activity such as this. Repeat course from
previous lesson, aiming to improve time.

Scavenger Hunt

Present children with a list of things to find/photograph around a set area of school. Have a go at the hunt without preparing a route
and record time for completion. Then set the challenge of improving that time. There may be some gains to be had in physical
performance, but route planning will most like improve their time more. Give time for them to apply their map/compass skills to plan an
efficient route to get them. Once their routes have been checked, children to collect items as quickly as possible. This could be
developed into sending different team members to collect different things.

Morse Code

In-class input on Morse Code. Practice task in class. Decode instructions given in Morse code to follow a specified route that uses 8
compass directions. Use metre sticks and playground chalk to draw out route travelled then check to see if the resulting shape matches
the given task. Different groups to have different shapes. Swap routes and repeat.

Reef Knot

Y5 could have an additional orienteering session as reef knot is Y6-specific. Run as parallel groups (need additional adult).

Teach reef knot tying, in steps. Make sure they understand it requires time and patience as it is a new skill. Discuss patience and fine
motor skills. Practise in class. Then children progress around a carousel of different objects that can have a reef knot tied to them, for
example a tree trunk, or joining two ropes. Try tying different materials, such as ropes and bandages. Spend time at each station
applying reef knot skills.

Pyramid Balance

Recall as a group the fundamentals of balance (linking to Gymnastics Curriculum). Teaching should include grip techniques. Spend
some time practising group balances at an appropriate level. Remind learners of the importance of teamwork and how to successfully
work as a team. Talk about safety and demonstrate how equipment like mats must be used to keep us safe. Set the challenge of
achieving a pyramid balance as a team. Provide different options/levels of challenge so learners can experience success and progress.
Game Design

Once Y6s have designed games/activities, Y5s could participate and offer feedback.

Discussion and input around what a game is, and what makes one successful. What are the rules? Is it competitive or cooperative?
What scoring system or success criteria does it have? What parts of it will be fun? How can everyone participate? Provide children

KS1, LKS2 vocabulary, plus:

physical capacity, full capacity, endurance,
recovery, efficient, pressure (as in mental
pressure), Morse code, reef knot,
patience, motor skills, fine motor skills,
pyramid balance, grip




with basic, foundational games, like tag, or passing a ball to score points, or completing an obstacle course as a team. Set the task of
improving these foundations. Give time for groups to develop and practice their ideas themselves. Then they teach their games to
other learners. While the learners play their games, children should consider what works well and what could be improved. They
then improve their games based on these evaluations.




